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TO PURCHASE ADDITIONAL NINTENDO ACCESSORIES OR PARTS, 
SEE YOUR LOCAL NINTENDO RETAILER, N | N T E N D 0 
VISIT OUR WEB SITE AT WWW.NINTENDO.COM ly GS AM E i | = E 
OR CALL 1-800-255-3700. yO 4 ™ 


NOTE: This Nintendo product is not designed for use with any unlicensed or unauthorized accessories. 


INSTRUCTION BOOKLET 


NEED HELP WITH INSTALLATION, MAINTENANCE OR SERVICE? 
NINTENDO CUSTOMER SERVICE: WWW.NINTENDO.COM 


or call 1-800-255-3700, MON.-SUN., 6:00 a.m. to 7:00 p.m, Pacific Time 
(Times subject to change) 


TTY Hearing Impaired: 800-422-4281 


NEED HELP PLAYING A GAME? 

Nintendo's game pages, at www.nintendo.com/games, feature walkthroughs, 
frequently-asked questions, and codes for many of our games. If your answer 
isn't there, check out our forums where you can exchange tips with other 
gamers online. 


For more information about our forums, visit www.nintendo.com/community. 


If you don't have access to the web-site, recorded tips for many titles are available 
on Nintendo's Power Line at (425) 885-7529. This may be a long-distance call, so 
please ask permission from whoever pays the phone bill. 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 


PN 45979F PRINTED IN CHINA 


WARNING: PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS BOOKLET 
INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, GAME DISC 
OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


Throughout this Instruction Booklet, you will see sections beginning with WARNING, CAUTION, and NOTE. 


Each section has a different level of meaning, as follows: 


AWARNING 


Warns you about incorrect use of the Nintendo GameCube that could result in serious personal injury. 


ACAUTION 


Cautions you about incorrect use of the Nintendo GameCube that may result in (1) personal injury or 
(2) damage to the Nintendo GameCube, components, game discs or accessories. 


NOTE: Points out important information on using or maintaining your Nintendo GameCube system. 


NOTE: This product only plays Nintendo GameCube Game Discs that have "For use only in USA, 
Canada, Mexico and Latin America" printed on them. This product can not play CD or DVD disks. 


* Pour une version frangaise de ce manuel, veuillez aller sur le site www.nintendo.com/consumer/ 
manuals.html ou appeler le 1-800-255-3700. 

* Para obtener la version de este manual en espafol, visite muestro web site a www.nintendo.com/ 
consumer/manuals.html o llame a 1-800-255-3700. 


IC POLBy| 
PRO LOGIC 1 


TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. 
© 2001-2004 Nintendo. All Rights Reserved. 
Dolby, Pro Logic and the double-D symbol are trademarks of Dolby Laboratories. 


IMPORTANT SAFETY INFORMATION: 
READ THE FOLLOWING WARNINGS BEFORE YOU 


OR YOUR CHILD PLAY VIDEO GAMES 


AAWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such 
as while watching TV or playing video games, even if they have never had a seizure before. 

* Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition 
should consult a doctor before playing a video game. 

* Parents should watch when their children play video games. Stop playing and consult a doctor if you or 
your child have any of the following symptoms: 


Convulsions Eye or muscle twitching 
Altered vision Involuntary movements 


* To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these 
instructions to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 
* Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 
* Take a 10 to 15 minute break every hour, even if you don't think you need it. 
* If your hands, wrists, arms or eyes become tired or sore while playing, stop and rest them for several 
hours before playing again. 
* If you continue to have sore hands, wrists, arms or eyes during or after play, stop playing and see a doctor. 


AAWARNING - Electric Shock 


To avoid electric shock when you use this system: 

* Do not use the Nintendo GameCube during a lightning storm. There may be a risk of electric shock from 
lighting. 

* Use only the AC Adapter that comes with your system. 

* Do not use the AC Adapter if it has damaged, split or broken cords or wires. 

* Make sure that the AC Adapter cord is fully inserted into the wall outlet or extension cord. 

* Always carefully disconnect all plugs by pulling on the plug and not on the cord. Make sure the 
Nintendo GameCube power switch is turned OFF before removing the AC Adapter cord from an outlet. 


AACAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or nauseous when playing 
video games with this system, stop playing and rest. Do not drive or engage in other demanding activity until 


you feel better. 
AXCAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to disassemble the Nintendo GameCube. 
Refer servicing to qualified personnel only. 

Caution: Use of controls or adjustments or procedures other than those specified herein may result in 
hazardous radiation exposure. 

Specifications: 


Loss of awareness 
Disorientation 


Laser Type: Semiconductor laser 
Laser power: Max. 0.8mW 


Laser wave length: 668nm (typ.) (658nm~678nm) 
Numeric aperture: 0.6 


NOTE: This is a latex-free product. 
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Section 1 
The official seal is your assurance that 
this product is licensed or manufactured Official 
by Nintendo. Always look for this seal 
when buying video game systems, Gintendo) 
accessories, games and related products. 
Nintendo does not license the sale or use of products without the Oficial Nintendo Seal Section 2 
Thank you for purchasing the Nintendo GameCube™. Please carefully 
read this Instruction Booklet and the separate Precautions Booklet 
before connecting or using the Nintendo GameCube system or 
components. If, after reading all setup instructions, you are still unable 
to connect or use your system, please refer to the consumer 
assistance information on the back cover of this booklet. 
Please record the serial number, located on the bottom of the 
Nintendo GameCube, in the space below. You may need to refer 
to this number when calling for service. 
Serial Number: DS 
Section 3 
Section 4 
Section 5 
Section 6 
Section 7 
Section 8 


Graphics chip designed by ATI. ATI logo used with permission of ATI Technologies, Inc. 
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1* COMPONENTS 


1¢ COMPONENTS 


TOP VIEW 


HANDLE 


Power BuTTON 
Turns power ON or OFF 


a 


NAME PLATE 


Disc CovER 


RESET me 


Power INDICATOR ————————— 


LIGHT 
Lights when power is on 


OPEN Button 
Opens disc cover 


LENS 
Do not touch 


Disc RELEASE BUTTON 
Press to release Game Disc 


FRONT VIEW 


CONTROLLER SOCKETS 
For connection of 

Nintendo GameCube controllers 

and accessories 


Memory Carp SLots 
(SLOT A anp SLOT B) 

For connection of Nintendo GameCube Memory Cards 

(Sold separately, see back cover for purchasing information.) 

See pages 18-20 for more information on using Memory Cards and the game instruction booklet 
for specific information on how to save game information to a memory card. 


SLOT A SLOT B 


BACK VIEW 


DC INPuT CONNECTOR 
(DG 12V IN) 
Connects the DC Jack 
of the AC Adapter 


ANALOG AV OuTPUT 
(ANALOG AV OUT) 

(Mutt: Gut Gonnector) 
Connects the Stereo Audio/Video Cable 
See pages 8-10 


1* COMPONENTS 


1¢ COMPONENTS 


BOTTOM VIEW NINTENDO GAMECuBE AC ADAPTER | 


HIGH SPEED Port 


SERIAL Port 1 De JREK: ae 
For connection of modem or broadband adapter See aa Rinse ee a . 
(Sold separately, see back cover for purchasing information). on back of the Nintendo GameCube 


AC Puc 
Connects to 
120V AC wall outlet 


SIDE VIEWS 


NINTENDO STEREO AV GABLE 
Connects to A/V input connectors on TV or VCR 


Audio Audio 
Video Left Right 
= = (Yellow) (White) (Red) 
EXHAUST INTAKE ANALOG AV Out GoNNEcTOR PLUG 
VENT VENT 


Connects to ANALOG AV OUT connector (Multi Out connector) 
NOTE: Make sure to keep vents from being covered or obstructed. 


on back of the Nintendo GameCube 


1° COMPONENTS 


NINTENDO 
GAMECUBE. 


2 ¢ SYSTEM SETUP 


NINTENDO GAMECUBE CONTROLLER 


L Button ai 


START/ 
Pause 


R Button 


Z Button 


ConTROL ———=— 
Stick {| 
+ContTROL 2S 
Pap | J 


CONTROLLER 
PLuc 


NOTE: If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of neutral 


position when the power is turned ON, those positions wi 
causing incorrect game control during game play. 


be set as the neutral position, 


To reset the controller, release all buttons and sticks to allow them to return to the correct neutral 
position, then hold down the X, Y and START/PAUSE Buttons simultaneously for 3 seconds. 


Control Stick C Stick 
neutral position neutral position 


NOTE: On specially designed games, the Game Boy® Advance handheld video game system 
(sold separately, see back cover for purchasing information) can be connected directly to the 
Nintendo GameCube for use as an additional game screen and/or controller. Please check 
Nintendo GameCube software packaging for availability of this feature. 


= = 


CONNECTING THE AC ADAPTER AND GONTROLLER 


IMPORTANT: Please review the Hardware 
Precautions/Maintenance section of the 
separate Precautions Booklet included 
with this product before setting up the 
Nintendo GameCube. 


Insert the DC Jack into the DC Input 
Connector on the back of the console. 
(Illustration 1) 


Insert the Controller Plug into the Controller 
Socket on the front of the console. See the 
instruction booklet for the game you are 
playing to find out which socket(s) you need to 
plug the controller(s) into. (Illustration 2) 


av 


IMPORTANT: Please review the TV Screen Damage Caution in the separate Precautions 
Booklet included with this product before connecting the Nintendo GameCube to a TV. 


Connect the Nintendo GameCube to your TV or VCR. 
Refer to the following pages to setup your system with your specific equipment: 


¢ Connecting to a Stereo TV or VCR Pages 8-9 
* Connecting to a Mono TV or VCR Page 10 
* Connecting to a TV or VCR without Audio/Video Connections (RF connection) Page 11 


Insert the AC Plug from the AC Adapter into a 
120V AC wall outlet. (Illustration 3) 


CAUTION: To prevent electric shock, 
match wide blade of plug to wide slot and 
insert fully into outlet. 


2° SYSTEM SETUP 


2 ° SYSTEM SETUP 


CONNECTING TO A STEREO TV oR VCR 
USING THE STEREO AV GCaBLe (INCLUDED) 


TV oR VGR INPUTS 


VIDEO IN [ AUDIO IN 1 


(©) LEFT(e) RIGHT® 


Q 

Video {) Audio Audio 
(Yellow) | Left Right 
= (White) .. (Red) 


To console 
ANALOG AV OUT 


STEREO AV CABLE 


CONNECTING TO A STEREO TV oR VCR 
USING THE S-VIDEO STEREO AV CABLE 
(Sold separately, see back cover for purchasing information.) 


TV oR VGR INPUTS 


S-VIDEO IN [ AUDIO IN ] 


LEFT(e) RIGHT@ 


Audio ; Audio 


Left Right 
(White) (Red) 


S-Video 


To console 
ANALOG AV OUT 


S-ViIDEO STEREO AV CABLE 


CONNECTING TO A STEREO TV (DiGITAL REapDy) 
UsING A STEREO AV GABLE AND GOMPONENT VIDEO GABLE 
(For NINTENDO GAMECUBE MoDEL No. DOL-001[USA] on_y) 


TV INPUTS 


AUDIO IN 


ae 
LEFT (e) © RIGHT 


Pr/Cr  Pb/Cb Y 


Video 
(Yellow) 
Do not 


} = Audio 
use 


_ Left 
(White) 


To console 
DIGITAL AV OUT 


To console 
ANALOG AV OUT 


COMPONENT VIDEO CABLE 


STEREO AV GABLE 


NOTE: The Component Video Cable/Progressive Scan feature is only 
available on Nintendo GameCube Model No. DOL-001(USA), pictured 
above. This feature is not available on Model No. DOL-101(USA). 


The Component Video Cable (sold separately, visit our web site at www.nintendo.com or call 1-800-255- 
3700) will allow you to display specially designed games in Progressive Scan Mode if your TV has 
Progressive Scan capability (see your TV operation manual). Please see your Nintendo GameCube 
software instruction booklet for availability of this feature. 


When making the connections on pages 8 and 9, make sure to plug the Audio/Video plugs from the 
Stereo AV Cable into the "IN" or "INPUT" connectors on your TV or VCR (Do not use connections 
labeled "OUT" or "OUTPUT"). The yellow Video plug is not needed when using the Component Video 
Cable (see illustration above). 


NOTE: For the game image to appear on the TV when using the Stereo AV Cable, you must select the 
Audio/Video input channel ("input select") on the TV or VCR that the cable is plugged into. Accessing 
input select is different for each model of TV or VCR. See page 12 for more information on input select. 
You can also find more information about input select on our web site at: 


www.nintendo.com/consumer/inputselects.html 


After completing the connections as shown, please turn to page 12. 


2° SYSTEM SETUP 


2 ¢ SYSTEM SETUP 


CONNECTING TO A MONO TV or VGR 


(No STEREO SOUND) 


TV or VGR INPUTS 


VIDEO IN AUDIO IN 
(Yellow) (White) 


a) To console 


A ANALOG AV OUT 
"Y" ADAPTER 


= (OPTIONAL) 
(Not included - purchase from 
an electronics supply store.) 


Video’ Audio™ 
(Yellow) = Left = 
(White) 


STEREO AV CABLE 


Using the "Y" Adapter is optional. You may plug either the red or white audio plug directly into the 
"AUDIO IN" connector on your TV or VCR, although some sound will be absent during game play. 
Leave the unused plug unconnected. 


When making the above connections, make sure to plug the Audio/Video plugs from the Stereo AV 
Cable into the "IN" or "INPUT" connectors on your TV or VCR (Do not use connections labeled "OUT" 
or "OUTPUT"). 


NOTE: For the game image to appear on the TV when using the Stereo AV Cable, you must select the 
Audio/Video input channel ("input select") on the TV or VCR that the cable is plugged into. Accessing 
input select is different for each model of TV or VCR. See page 12 for more information on input select. 
You can also find more information about input select on our web site at: 


www.nintendo.com/consumer/inputselects.html| 


After completing the connections as shown, please turn to page 12. 


CONNECTING TO A TV WITHOUT AV INPUTS 
Usinc A RF SwITCcH AND RF MODULATOR 
(Sold separately, see back cover for purchasing information.) 


TV INPUT 
ANTENNA IN 
© 
RF MoDULATOR 
To console 
ANALOG AV OUT 
RF SwitcH -. 
Channel 3/4 
Switch 
Existing 
Cable TV H NOTE: All Nintendo brand RF Switches (NES, SNES and N64) 
Connection and RF Modulators (N64) will work with the Nintendo GameCube. 


After completing the connections as shown, please turn to page 12. 


3 ¢ SYSTEM OPERATION 3 ¢ SYSTEM OPERATION 


After making the necessary connections described in Section 2, System Setup, make sure that there is IMPORTANT: Please review the Game Disc 
unrestricted air flow to the Nintendo GameCube. Once the system is properly located, continue with the Precautions/Maintenance sections of the 
instructions below. separate Health and Safety Precautions 
Booklet included with this product before 
ACAUTION using Nintendo GameCube Discs. 


The Nintendo GameCube has intake/exhaust vents on the right and left sides designed to maintain 
adequate ventilation. Do not operate the console in any location where these vents may become 


Place the Game Disc, printed side up, into the 


covered or obstructed. 


Turn your TV on. If the console is connected to 
your VCR, turn it on also and set it to "VCR" 
mode. 


For all of the connection methods except the RF 
switch method, you will need to set the 
appropriate "Input Select" setting for your TV or 
VCR. (Illustration 1) 


INPUT SELECT INFORMATION 


The input select allows you to switch between 
the different inputs on your TV or VCR. 
Usually this would be between the Antenna 
input and the Audio/Video input(s). 


Locate the input select for the component 
that the Stereo AV Cable is connected to 
(either the TV or VCR). The most common 
locations for input select are: 


¢ A button on the front of the TV or VCR. 

e A button on the remote control. 

e A high-numbered or low numbered channel 
(92, 99, 00, or 02) on the TV or VCR. 

e An on-screen menu selection. 


Manufacturers of TVs and VCRs use different 
names and locations for "Input Select". The 
common names for the input select are: 
input, select, input select, line, line in, source, 
in, EXT, and AUX. Consult your TV or VCR 
instruction manual for details. 

NOTE: More information on "Input Select" 

is available on our web site at 
www.nintendo.com/consumer/inputselects.html 


For the RF switch connection, set your TV 
channel to 3 and the switch on the RF Modulator 
to 3. If channel 3 has an active television station, 
change both switches to channel 4. 


Make sure that both the controller and AC 
Adapter are properly plugged into the console 
and the wall outlet. (Illustration 2) 


Press the Open Button to open the Disc Cover. 
(Illustration 3) 
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Nintendo 
GameCube 
logo screen 


Main Menu 
Screen 


disc compartment and onto the center hub 
(Illustration 4). Do not touch the laser lens. 


Close the Disc Cover. 
(Illustration 5) 


Press the Power Button to turn the power on. 
(Illustration 6) 


When the power is turned on for the first time, 
the Nintendo GameCube logo screen, shown 
below, will appear followed by the Main Menu 
screen. 


NOTE: If you don't see the logo screen on your 
TV, review Step 2 or go to the Troubleshooting 
section on page 21. 


The Main Menu allows you to set the date and 
time, see information about the game loaded 
into the console, set various options, and 
access Memory Card information. See pages 
15-20 for instructions on the Main Menu 
screens. 


Game Play 


i 


Memory Card 


Se 


SYSTEM OPERATION 


REMOVING A GAmeE Disc 


While the power is ON, push the Open Button to 
open the Disc Cover (Illustration 1). 


NOTE: If the Disc Cover is opened while the 
power is OFF, the Game Disc may still be 
spinning. If this happens, wait until the disc 
stops spinning before removing it from the 
console. 


Push the Disc Release Button and remove the 
Game Disc from the console (Illustration 2). Do 
not touch the laser lens. 


NOTE: To prevent your Game Disc from 
becoming dirty or scratched, always handle 
it by the edges. Do not touch the bottom, 
unprinted surface of the disc. When the disc 
is not in the console, always store it in 

its case. 


If a disc becomes dirty or contaminated with 
fingerprints, the system may not be able to read 
the game data correctly. If necessary, clean the 
disc with a soft, slightly damp cloth (use water 
only). Clean the disc from center towards the 
edges; do not use a circular motion. 


Close the Disc Cover and push the Power 
Button to turn the power OFF. (Illustration 3) 


To prevent dust, dirt or other foreign matter 
from contaminating the console, do not 
leave the disc cover open for long periods 
of time. 


When not using your Nintendo GameCube, 
disconnect the AC Adapter from the wall outlet. 
(Illustration 4) 


ACCESSING THE MAIN MENU 


4 ¢- MAIN MENU 


The Main Menu allows you to set the date and time, see information about the Game Disc loaded 
into the Nintendo GameCube, set various options, and access Memory Card information and options. 


To go to the Main Menu Screen, use one of the following methods: 


¢ Turn the power ON while the Disc Cover is open or, 


¢ Turn the power ON when there is no Game Disc loaded in the console or, 
¢ Turn the power ON while holding down the A Button on the controller. (Hold down until the Main 


Menu Screen appears.) 


Use the Control Stick to change to the different menus as shown below. 


Control Stick 
¢ Select menu screen 
¢ Highlight menu item 
¢ Change menu setting 


Game Play Screen 
Displays information 
about the Game Disc 
currently loaded into 
the console. 
See page 16 


Game Play || 


Memory Card 


Option Screen 

Displays settings for 

Sound and Screen Position. 
See page 16 


A Button 


| ¢ Confirm selection 
| B Button 


e Go back 
¢ Cancel selection 
¢ Finish settings 


Calendar Screen 
Displays settings for 
the date and time of 
the internal clock. 
See page 17 


Memory Card Screen 
Accesses information and 
options for the Memory Cards. 
See pages 18-20 


4 - MAIN MENU 


Game PLay SCREEN 
From the Main Menu Screen, go to the Game Play Screen by pushing UP on the Control Stick. 


Press the A Button to display information about the Game Disc that is currently loaded into the 
Nintendo GameCube. 


Press START to begin the game. 


Press the B Button to return to the 
Main Menu. 


Press START to begind 


ESS 


OPTION SCREEN 
From the Main Menu Screen, go to the Option Screen by pushing LEFT on the Control Stick. 


Press the A Button to display the Option Menu choices of Sound or Screen Position. 
Use the Control Stick (UP or DOWN) 


to highlight your menu item and press 
the A Button to accept your choice. 


Use the Control Stick (LEFT or ] 
RIGHT) to adjust the settings and Fi E 0) 
press the A Button to accept. » Hositinn 


Press the B Button to return to the 
Option Menu or the Main Menu. 
Pressing the B Button before 
accepting your choice with the A 
Button will return you to the Option 
Menu without changing the settings. 


4° MAIN MENU 


CALENDAR SCREEN 
From the Main Menu Screen, go to the Calendar Screen by pushing RIGHT on the Control Stick. 


Press the A Button to display Calendar Menu choices of Date or Time. 


Use the Control Stick (UP or DOWN) 
to highlight your menu item and press 
the A Button to select your choice. 


11.01.2000 


Use the Control Stick (LEFT or 
RIGHT) to highlight the number you 
want to change, then (UP or DOWN) 
to adjust the value. 


Te 


Press the A Button to accept your 
choice. 


Press the B Button to return to the 
Calendar Menu or the Main Menu. 
Pressing the B Button before 
accepting your choice with the A 
Button will return you to the Calendar 
Menu without changing the settings. 
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4+ MAIN MENU 


c NINTENDO 
\ GAMECUBE. 


4° MAIN MENU 


Memory CARD SCREEN 


NOTE: A Nintendo GameCube Memory Card is required to save game information (Sold 
separately, see back cover for purchasing information). See the instruction booklet for the game 
you are playing for instructions on using a Memory Card to save game information. 


From the Main Menu Screen, go to the Memory Card Screen by pushing DOWN on the Control 
Stick. 


Press the A Button to display the status of any Nintendo GameCube Memory Cards plugged into 
the Memory Card Slots on the front of the console. This screen (see below) allows you to move or 
copy files between Memory Cards, or erase files stored on your Memory Cards. 


NOTE: You cannot move or copy files in the following cases: 


© When there is only one Memory Card inserted in the Memory Card Slots. 

* When there is not enough space in the Memory Card that you are trying to move or copy 
a file to. 

* When you have reached the maximum of 127 files on the Memory Card that you are trying 
to move or copy a file to. (Note: This limitation is only for future Memory Cards that have 127 
or more blocks available to save files to.) 

* When there is the same file already on the Memory Card that you are trying to move or copy 
a file to. 

* When you are trying to move or copy a file that is not allowed to be moved. 


Memory Card Slot 
and space left on 


card. 
Selected 
File 
@ Luigi's Luors Manson 
Selected = babs 
File Size 


Selected 
File Content 


ACAUTION 


Do not remove or insert a Memory Card while moving, copying, erasing or formatting a card. 
This may cause damage to the Memory Card or the Nintendo GameCube. 


MOVING A FILE 


Use the Control Stick to highlight the file that you want to 
move and press the A Button. 


Use the Control Stick to select "MOVE" and press the A 
Button. 


A window will appear to confirm your choice. Use the 
Control Stick to highlight "YES" and press the A Button. 
The file will be moved from one Memory Card to the other. 


CopPYING A FILE 


Use the Control Stick to highlight the file that you want to 
copy and press the A Button. 


Use the Control Stick to select "COPY" and press the A 
Button. 


A window will appear to confirm your choice. Use the 
Control Stick to highlight "YES" and press the A Button. 
The file will be copied from one Memory Card to the other. 


4 - MAIN MENU 


5 ¢ TROUBLESHOOTING 


ERASING A FILE 


Use the Control Stick to highlight the file that you want to 
erase and press the A Button. 


Use the Control Stick to select "ERASE" and press the A 
Button. 


A window will appear to confirm your choice. Use the 
Control Stick to highlight "YES" and press the A Button. 
The file will be then be erased from your Memory Card. 


NOTE: If you erase a file from your Memory Card, it will 
be gone forever. Be careful that you don't erase a file 
that you want to keep! 


FORMATTING A Memory CARD 


This procedure is only used if a corrupted Memory 
Card is inserted into the Nintendo GameCube. 

If required, this procedure will begin automatically when 
you select "Memory Card Screen" from the main menu. 
You cannot use this procedure to erase files from a 
useable Memory Card. 


After selecting "Memory Card Screen" from the Main 
Menu, if your Memory Card requires formatting, a window 
will appear to ask for confirmation for formatting. 


Use the Control Stick to select "YES" and press the A 
Button. 


A window will appear to notify you that all data will be 
erased and ask again for confirmation for formatting. 


Use the Control Stick to select "YES" and press the A 
Button. 


NOTE: When you format a Memory Card, all data will 
be permanently erased and unable to be recovered. 


Before seeking assistance review the following problems and solutions: 


PROBLEM SOLUTION 


Make sure that the Nintendo GameCube, TV 

and VCR (if used) are plugged into power outlets. 
Make sure that the DC Jack on the AC Adapter is 
firmly plugged into the DC Input Connector on the 
back of the console. 

Make sure that the power switches on the Nintendo 
GameCube, TV and VCR (if used) are turned ON. 
Check the connections between the console and 
the TV or VCR (if used) and review the 
appropriate System Setup section in this booklet 
to be sure the system is set up correctly. 

Make sure all cable connectors are securely 
plugged into the appropriate sockets. 

Make sure that the INPUT settings are correct for 
your particular setup. (Review page 12 on INPUT 
select information.) 

If you are using an RF Switch connection, make 
sure that the Channel Switch and TV are set to the 
same channel (3 or 4). 


Check to be sure that the Game Disc is placed 
correctly into the console. 


Check to be sure that the Game Disc is clean and 
in good condition. If dirty, wipe with a soft cloth 
from the center to the outside. 

Remove the Game Disc, close the Disc Cover and 
turn the power OFF and then ON. If the Main 
Menu appears the disc may be dirty or damaged. 
Check that the Game Disc will work on your 
version of the Nintendo GameCube. This system 
will only work with Game Discs made for use in 
the USA, Canada, Mexico and Latin America. 


You must be using a Component Video cable 
(sold separately, visit our web site at 
www.nintendo.com or call 1-800-255-3700) to 
connect the Nintendo GameCube to the TV (see 
page 9). 

The progressive scan feature is only available on 
Nintendo Gamecube Model No. DOL-001(USA). 
It is not available on Nintendo GameCube Model 
No. DOL1014(USA). 


5 ¢ TROUBLESHOOTING 
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5 ¢ TROUBLESHOOTING 


Before seeking assistance review the following problems and solutions: 


PROBLEM SOLUTION 


Check if the TV volume is turned off or muted. 


Check the audio connections between the 
Nintendo GameCube and the TV or VCR and 
review pages 8-10 to be sure the system is set 
up correctly. 


If you are using a Stereo AV Cable, make sure 
it is plugged into the "Input" connectors on the 
TV or VCR, not the "Output" connectors. 


Make sure that the INPUT settings are correct 
for your particular setup. (Review page 12 on 
Input Select information.) 


The sound in some games doesn't begin until 
Start is pressed or the game begins. 


If you have a mono TV or VCR and left one of 
the audio cables unconnected (see page 10) 
you may not get all game sounds. Use a "Y" 
Adapter to get both left and right sound 
channels. 


If your TV or VCR has both mono and stereo 
options, make sure it is set to match your setup. 


Check the instruction booklet for the game you 
are playing to see if there are volume controls 
or mono/stereo options that can be set from 

he game. 


If you are using the Component Video cable, 
(see page 9) be sure you have a Stereo AV 
Cable connected for the audio connections. 
The Component Video cable can only be used on 
Nintendo GameCube Model No. DOL-001(USA). 


Make sure the AC Adapter is plugged into both 
he wall outlet and the back of the console. 


If the light is still off, disconnect the AC 
Adapter plug from the wall outlet, wait 2 
minutes and plug it back into the outlet. Turn 
he console power ON. 


Remove all controllers and accessories from 
he Nintendo GameCube and repeat the 
above procedure. If the Power Indicator 

Light now comes on, there may be a problem 
with the controllers or accessories. See the 
back cover for service information. 


Before seeking assistance review the following problems and solutions: 


PROBLEM SOLUTION 


— 


Try adjusting the vertical or horizontal hold 
controls (if available) on your TV. 


If using a RF Switch connection, try switching 
channels on both the RF Modulator and TV 
from 3 to 4. 


If using a RF Switch connection, make sure 
to use only a licensed Nintendo RF Switch 
and Modulator (look for the Official Nintendo 
Seal). 


If using the Stereo AV Cable, check the audio 
(red and white) connections. Make sure they 
are plugged into the "Input" connectors, not 
the "Output" connectors and make sure the 
video (yellow) connector is not plugged into 
an audio connector. 


If using a RF Switch connection, try switching 
channels on both the RF Modulator and TV 
from 3 to 4. 


If using a RF Switch connection, try 
disconnecting the antenna or cable wire from 
the RF Switch. (Be sure to reconnect it for 
normal TV viewing.) 


If using a RF Switch connection, make sure 
to use only a licensed Nintendo RF Switch 
and Modulator (look for the Official Nintendo 
Seal). 


Make sure the power of the Nintendo 
GameCube is turned OFF. 


If using the Stereo AV Cable or Component 
Video cable (only used on Nintendo 
GameCube Model No. DOL-001[USA)), 
change the Input switch on your TV or VCR 
back to "TV". (Refer to TV or VCR instructions.) 


If using a RF Switch connection, make sure 
cable connections are secure. (See page 11) 


If using a RF Switch connection, try 
disconnecting the RF Switch and connect the 
cable or antenna directly to the TV. (To play 
games, you must reconnect the RF Switch.) 
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6 « ERROR MESSAGES 


Before seeking assistance review the following problems and solutions: ERROR MESSAGE PROCEDURE 


If the Nintendo GameCube detects a error in the system operations, an error message will appear. Below 
is a list of the possible error messages and what procedure to follow if an error message does appear. 


PROBLEM 


e Make sure that all connections between the RF 


Switch, RF Modulator, console and your TV or VCR 


are correct and secure. (See page 11) 

¢ Try adjusting any fine tuning and contrast controls 
on the TV. 

e If your TV has an automatic fine tuning control 
(AFC ), turn it OFF and try manually fine tuning it. 
If turning OFF the AFC caused your TV to display 
only in black and white, leave the AFC ON. 

¢ Try moving the console farther away from the TV. 

e Try changing the channel on both the RF 
Modulator and the TV to 4. 

e Try disconnecting the cable or antenna wire from 
the RF Switch. (You will have to reconnect it again 
for regular TV viewing.) 

¢ lf using a RF Switch connection, make sure to use 
only a licensed Nintendo RF Switch and Modulator 
(look for the Official Nintendo Seal). 


e Make sure the power is OFF before plugging any 
controllers into the console. 

e Insert the Controller Plug completely into the 
Controller Socket on the front of the console. 

e Read the instruction booklet for the game you are 
playing to make sure you are using the correct 
Controller Socket. 

e Make sure that the Control Stick, C Stick, and the 
L and R Buttons are in the "Neutral" position when 
you turn the power ON. (See page 6.) 

e Ifthe Rumble feature won't shut off, check the 
Controller Socket and Controller Plug for dirt, dust 
or other contamination. Clean if necessary. 


Clean sticking buttons using the following procedure: 

1. Disconnect the controller from the console. 

2. Use an unused toothbrush and hot tap water. 

Do not use boiling water, soap or detergent. 

3. Dip the toothbrush in hot water and shake off 
excess amount. Lightly scrub sticking buttons, 
working the bristles around sides of buttons and 
into cracks. 

4. Dry controller with soft cloth or towel and let air dry 
for at least 2 hours. 

5. Test buttons and repeat procedure if necessary. 
Do not submerge in, or pour any type of liquid 
over controller. 


ERROR MESSAGE 


PROCEDURE 


The Game Disc may be dirty or damaged. Open the Disc 
Cover, remove the disc and check for contamination, dirt, 
scratches or other irregularities. If necessary, clean the disc 
by wiping with a soft, slightly damp cotton cloth (do not use 
paper) from the middle to the outside edge. 


Insert the disc and try playing the game again. If you still get 
the same error message, there may be an internal problem 
with the system. Turn the Nintendo GameCube OFF, unplug 
the system and visit the customer service area of our web 
site at www.nintendo.com or contact Nintendo Customer 
Service at 1-800-255-3700. 


The Game Disc may be dirty or damaged. 

Open the Disc Cover, remove the disc and check for 
contamination, dirt, scratches or other irregularities. If 
necessary, clean the disc by wiping with a soft, slightly 
damp cotton cloth (do not use paper) from the middle to 
the outside edge. 


Insert the disc and try playing the game again or try a 
different disc. If an error message still appears, visit the 
customer service area of our web site at 
www.nintendo.com or contact Nintendo Customer Service 
at 1-800-255-3700. 


You must reset the time and date by selecting "YES" and 
pressing the A Button. 


See page 17 for how to set the time and date. 


If the error message appears every time you turn the 
Nintendo GameCube power ON, the built-in batteries may 
be worn out. These must be replaced by a qualified service 
representative. Please visit the customer service area of our 
web site at www.nintendo.com or contact Nintendo 
Customer Service at 1-800-255-3700 for information on 
battery replacement. 


If your Nintendo GameCube system still does not operate correctly after trying 
the troubleshooting remedies, please visit the customer service area of our 
web site at www.nintendo.com or call 1-800-255-3700. 
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WARRANTY AND SERVICE INFORMATION Rev. O 


You may need only simple instructions to correct a problem with your product. Try our web site at 
www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700, rather than going to 
your retailer. Hours of operation are 6 a.m. to 7 p.m., Pacific Time, Monday - Sunday, (times subject to 
change). If the problem cannot be solved with the troubleshooting information available on-line or over the 
telephone, you will be offered express factory service through Nintendo or referred to the nearest NINTENDO 
AUTHORIZED REPAIR CENTER. Please do not send any products to Nintendo without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be 
free from defects in material and workmanship for twelve (12) months from the date of purchase. If a defect 
covered by this warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED 
REPAIR CENTER will repair the defective hardware product or component, free of charge. The original 
purchaser is entitled to this warranty only if the date of purchase is registered at point of sale or the consumer 
can demonstrate, to Nintendo's satisfaction, that the product was purchased within the last 12 months. 


GAME & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (games and accessories) shall be free from 
defects in material and workmanship for a period of three (3) months from the date of purchase. If a defect 
covered by this warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO 
AUTHORIZED REPAIR CENTER will repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 
Please try our web site at www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting assistance and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. 
In some instances, it may be necessary for you to ship the complete product, FREIGHT PREPAID AND 
INSURED FOR LOSS OR DAMAGE, to the nearest service location. Please do not send any products to 
Nintendo without contacting us first. 

WARRANTY LIMITATIONS 


THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD 
OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME 
ENHANCEMENT AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b) IS USED FOR 
COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED WITH; (d) IS 
DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES 
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER 
ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY 
PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL 
NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE 
BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS 
ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR 
INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights. You may also have other rights which vary from state to state or 
province to province. 


Nintendo's address is: Nintendo of America Inc., P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 


This warranty is only valid in the United States and Canada. 


Although an IBM logo appears on the Nintendo GameCube package, IBM is not 
responsible for warranty support of the Nintendo GameCube. 


ENTERTAINMENT SOFTWARE RATING BOARD (ESRB) 
VIDEO AND GOMPUTER GAME SOFTWARE RATING INFORMATION 


The Entertainment Software Rating Board (ESRB) ratings are designed to provide information about video and 
computer game content, so you can make informed purchasing decisions. ESRB ratings have two parts: 
rating symbols suggest age appropriateness for the game, and content descriptors indicate elements in a 
game that may have triggered a particular rating and/or may be of interest or concern. 


To take full advantage of the ESRB rating system, it's important to check both the rating symbol (found on the 
front of the game box) and the content descriptor (found on the back of the game box. Go to www.esrb.org 
for a complete list of these content descriptors. 


ESRB RATING SYMBOLS FOR VIDEO GAMES & PC SOFTWARE 


CTS EVERYONE TEEN 

Content may be suitable Content may be suitable 

for persons ages 6 and older. for persons ages 13 and older. 
May contain minimal violence May contain violent content, 
and some comic mischief or mild or strong language, 
crude language. and/or suggestive themes. 


ST EARLY CHILDHOOD 


® 


Contents may be suitable 
for ages 3 and older. 
Contains no material 


that parents would find 


CONTENT RATED BY iam é 
[=k-¥ = 8 =} inappropriate. 


CONTENT RATED BY 
ESRB 


OE MATURE 


® 


ADULTS ONLY 18+ BIT hawey\ Nd 

: Content suitable only for adults. 
May include graphic depictions 
of sex and/or violence. 
Not intended for persons under 
the age of 18. 


CA! RATING PENDING 
® 


Titles have been submitted to 
the ESRB and are awaiting 
final rating. 


CONTENT RATED BY 
ESRB 


Content may be suitable 

for persons ages 17 and older. 
May contain mature sexual 
themes, more intense violence 


CONTENT RATED BY 
P—*-9- 8-9 and/or strong language. 


The ESRB rating system is designed to provide information about a computer or video game. The ratings are 
not meant to recommend which games consumers should buy or rent or to serve as the only basis for 
choosing a product. Rather, individuals should use the ESRB ratings together with personal tastes and 
standards when deciding what is best to purchase. 


For more information on the ESRB and video game ratings, go to the ESRB web site at www.esrb.org. 


27 


NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


CUSTOMER SERVICE 
WWW.NINTENDO.COM 


or call 1-800-255-3700 
MON. - SAT., 6:00 a.m. to 9:00 p.m.; 
SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 
www.nintendo.com 


PRINTED IN USA 


WARNING: PLEASE CAREFULLY READ THE SEPARATE 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT 
BEFORE USING YOUR NINTENDO ® HARDWARE SYSTEM, 
GAME DISC OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes or patterns, such as while watching TV or playing video games, even if 
they have never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


akon = 


A\WARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 


Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

If your hands, wrists or arms become tired or sore while playing, stop and rest 

them for several hours before playing again. 

* If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWWARNING - Electric Shock 


To avoid electric shock when you use this system: 


« Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


. 


A\CAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AXCAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the oer RRR 
correct neutral position, then hold down the 


X, Y and START/PAUSE Buttons y y 


simultaneously for 3 seconds. 


Stick C Stick 


T his official seal is your assurance that Nintendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when 
buying games and accessories to ensure 
complete compatibility with your 
Nintendo product. 


Official 


Seal of Quality 


All Nintendo products are licensed by sale for use only with other authorized 
products bearing the Official Nintendo Seal of Quality.” 
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Over heardin W indfall Cafe... 

Even in my wilcest dreams, | never couldveimagined what happened to 
us! See it all started when our leacer, Miss Tetra, got kidnapped by a 
dgantic rd We chased after that thinglike mad at crazy speeck, and 
when we finally caught up toit, we gav eit a cannon Hast like you 
wouldn't bdieve Of course that was quite a ways south fran here yeah? 
Somewhere cown near Outset Island Soanyway, then that bird drops our 
precious Miss at the very tip-top of theisland Wall, | went ashorein a 
hurry tolook for the Miss, yeah? Andyou know what? Miss Tetra dch't 
havea scratch he! 


i » When | found her, there was this odd little kid dressed iin green there ton. 


We met this postman on the island andfram what he tdd us, it was that 
kidin green who sav ed Miss Tetra. Andapparently the bird that 
kidnapped Miss Tetra mistook this poor kids sister far our young Miss, 
and kidnapped her instead So this kidtdls us pirates he wants a ride from 
us sohe can gosave his sister, yeah? Wall | was against the icka, of 
course but as usual, Miss Tetra’s whimsy won out... 


Soyou wanna know how things turned out? Wall, it’s a longtale.. 
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Getting Started 


Viewing the GameSereen 


Properly insert the Ganre Disc and Verrory 
Crdinto your Nintendo GanreGube systemand 
turn the poner ON Press START/ PALSE on the 
title seen to acess the File Sdection sateen 
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Copying and Erasing Saved Data 


When you choose one of the Quest Logs on the file-sdlectio screen, youcan 
copy its contents toan empty Quest Log ar you can erase its contents 
altogether. Just select Copy or Erase after selecting a Quest Log 
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tonard the eche and you Il juypautaratially. 


Reape a ie Os Naren Sc aaa er é 
period of tine Arreter will ‘ 
appear in the bottomright corner 
of the screen whenever you swim 
ey arhipi cee ee here eee cea) WA 


Care to my place Outset Island 
| will pass on toyou a very special 
sword technique not listed here 


When aawling through tight passagenays, use ©) 
to change drecdim 


te@ and <2) inthe toprignt corner of the saeenare Adio laons. Each 
indicates the action Link will performuhen you press that particlar button The 
actions listed beloware just sore of the things that Link can da 


Lift)" Throw/ Drop 


Liftupan itemwith@ ; 
Press @ again to throwthe item 
Press<R\ toset the dgect down 


Powe crvrcccccccccccccccseseseseees 


Pressandhdd<®\ togabhddd Tit Otovardavall andpress @ to 
alarge dec thenuse ©) topshit side upagainst the vaall. Hdd @) anditit 
ar pullit <(©>> toinchalongthe wall. 


If you acdcentally slip off an edhe or diff, you 
wil autorratially grab onto the ecge and hang 
domnframit While hanging tilt <Q) 
tomme alongthe eke wth yar fingertips. To 
dinbback ug tit OA . Tolet gocf the eche 
and drop conn belovy pesQ). 


Ko 


When you grab ontoa rope 
you can use your rronrentum. * 
toswing Insorre eases, it 
may aarry youto another 
leche or platform 


Moving the @rrera is very innportant, 
particularly when Link's ona rope Try adjusting 
the era until you find the best perspective 


—~ 


| we. O® 
+ vem) = arpeRrs, tiit(©) A anduse 
Grtewth{i> © wlakarand 


Ite mys 


Useful Objects 


While looking through this, use ©) tolok arourdand ©) tozoom 


It cores witha builtin auto-foas! 


Son after beginning your quest, you II finda boat that can carry 
you acres the sea...lbut it wor t go anywhere without this 
importa items SERED 


Wind Waker 


Use this wand to conduct any songs you learn. Its poners will be 
essential if you hope to suceedin your quest. 
Grappling Hook 


Using this hock and rope continatian latchonto ertain dgects 
then swing fromane dae toancthe. 


Ayelowmark will agoear on 
dgects that you can latch onta 


Comect toa Gare Boy Advane and use this itemto all everyone's 


favorite raprreker—Tingd 


Use empty bottles to erry potions that redenish life energy and 
magic poner. If youfinda fairy, yourmay be ale to apture it in 
your bottle. What kind of effect night a fairy have...? 


SS mes Thereare cther ites besicks these fag 


> oy we 'TZ, 


ri J 


Attack Items 


Use the ® toaimat enenies—it wil highlight viable targets with 
ade. Aimat everything you want to hit, because this Boorrerang 
anhaorein on mutide targets! 


r 
ed Seat RE RRR Cea CR 98s CORR 
Use this leaf to send gusts of air that can knock ddjects and enerries 
around If you jumpinto the air and use it, you'll float...lout it will 
) 


consurre Magic poner. 


Totake aut a bomb press the button your barbs are set ta When 
yourehddnga barb press @) tottrrowit x CR tosetit down 


Item Bags 


Youan dae upto aight different items in each of your three itembags. Keepin mind that even if all 
eight spaces in the bagare filled it ean always carry more of the ites that it already contains. 


Youll keep the different spails you get framyour enenies in this 
bag For instance, youcan carry around the three colors of GhuGhu 
Jelly until you find just the right person to give themta... 


This pouch hdcs your bait. Try using bait aroundall of the different 
creatures inthe wold 


Delivery Bag 


Tristaghdch things that pede give toyou If youput things 
peqde ask you to ceiver into one of the many jpostbaxes located 
around the islands, they'll surely be celivered 


If youfind my shog PLEASE Corein! I’ve gat 
a very spedal membership ard just for you 


: wes 
it Sah d» e Py : | 


Links Boat 


Shortly after beginning your adventure youll take contrd of a small boat..lout in 
orcer tosail it wherever youlike youll first need to finda sail for it 


Controlling the Boat 


CST CCS SOSH HEHEHE SEES ESTEE HEH EEE HEHEHE EEE SHEESH EEEESESEEEEES Be extra-arefu wrensailingat night When you want to move your boat toa 
Move the Boat: Set the sail toanduseit with CD, BD, or’) : Press left or right cn ga tohideor —_spadficpcint onthe wattey, put away your 
showyour dock. sail anduse ©) while hing to 


Tompee without haisting the sail, hdd <R\ anditilt© inthedredion 


youwant to nove 
SLC pt Rao SINS cM pages 2 ts Soe EE ES Use Your Crane to Haul Up Treasure 


aruise wth predsion 


Petree eee ee eee eee reer rere rrr ree eee eee ee ee ee eee reer eee ee ee eee eee eT You.can use most of your items while riding in your boat, but ertainiters will 
Jump. Hoist the sail, then press ®) after gpiring speed change slightly when used at sea. For instance, when you use your Garding 
nes oe EADS 8 Sto ie cna e SEC) Weg UE ERECTA ET Bay envcie bie it aSokaaegars 
ie @ undetecaeien 
When you first set sail on the Great Sea, youlikely wor't be ale to see the dae you the port or starboard sick of the boat 
vant toeventually reach Use G83 to check yor Sea Chart GESETEREIED then then press and hdd the itembutton to 


crop the hook into the sea. If the hodk 
find’ treasure it will autorratially hau 
ityua Hdd <R\ anduse ©): to 
rove while your cane is dedoyed 


Watch your compass as you sail. Your oat will go fastest when the wind pushes it from 
behind andit will hardly nove at all when you head diredtly into the wind By using 
one partiaar item you Il eventually be ade to contd the drecicn the wind Hons in 


The redarrowalways points north 
onyour compass. With the doc an 
a . the right, you an get a general 

es fedingfor the time ct chy. 


ED Gllectas many Treasure Charts as youcan 
B2 Gnpere theterrain on your Treasure Charts tothe terrain on your specific 
Isdand Charts and go towhere the X marks the spot 

Ed Use your Salvage Gane in conspicuous spots. 
ZY Sonetines there's notreasure...but dort worry, just keep locking 


The ydlowarrowat the stern of the boat indicates the wind s 
direction Your boat travels at its fastest soeed when it and 
the ydlowarrowandare heading in the sarre dredion. 


ihe W indW aker 


allowyouto do rrany different things. 


Ptsingthe Wind Waker 


useO to set the measure (rhythn) thenuse©) to conduct with the baton 


BEM set the rhythm 
3/4 tre OOO 
4/4 tim OOOO 


Tit © when the flashing 
ydllowlight Fits the center 


Match the metronore’s Siok: 


timing... 


Eq acti © tocnia 


the song. 


If you use your Wind Waker to conduct the many songs you! Il learn on your quest, it will 


GN Gorrect your Gare Boy Advanee to your Nintendo GameCube by 


By Set the Tinge Tine toan itembuttcn and use it. 


Linking to Your Game Boy Adwance 


When you connect a Gare Boy® Advance (sdid separately) to your Nintendo 
GameCube, The Legend of Zelca: The Wind Waker offers two-dayer cooperative pay. 
(No software is needed in the Garre Boy Advan.) 


fdloning the instrucions on page 27. 


* Youcanfind the Tinde Tuner early on in your quest 
* Yume all Tinge fromertain daces. 


FE] Wrnaskedif you vant toall Tinde, choase Yes. 


cin 


Qhtherap theloatind thearsr ~@ GllLirk/hak 

shows where Tinde will use his iter. Use an ltem 

: CE Return Grser toLink 

Tho players can ay togsther with ak ChBEary 

each dayer looking at his or her B+qh Sal rein tvas 
pbs. ©smat Osnect 
Item Cords 
Sqeen Explanation 


(Youdonct have toaall Tinde to 
conte the garre) 


Ysa Hash a VHS 
a if 0 ay 
Se ain ne ue MR Ca EI 


What Tingle Gan Do in Cooperative Play 


Use Itenb eececccccccccccccccccsccccesecceeeecce 


Ghoose any are of several items on the Garre Boy Advance Itemsareen and use it 
with(B). Just rerrenrbar, it costs Rupees to use most ites. 


Chek eeccccccccccccccccccscccccesccecccccce 


s ~Whenan exdaration paint appears onthe Garre Boy Advance screen, press(A) 


v 


a tosee wrt itis, Soretirres Tinge can uncover secrets by getting to areas Link 


= Crk the Mapseeeesesseeecesceseeseeens 
© Byhddng 5 andusing&s, Tine an see amete 


_. dungeon layouts— even Link doesrt havea Dungeon Map 


+ When Link leaves a roam Tingefdlons tim 
He = Daiigony-_itstk wiunihe Gare Boy 
Adare CFF vtile Aaying 

+ While youare using the Gane Boy Advance it will 
ea 5S deepal Be sure totum the poner 
© GF vhenyaunolorger reed Tinge andafter you 


The Legendaf Zelda: The Wind Waker Garre Disc +++++eeeeeeeeeeeeees 
Nintendo GarreCube Garre Boy Advance GMC++++seeceeeeeeeecseeees 


ee 


paisae 
Fieyetoee 


at ne Hea eb! 


hr e 
Evatt 


eatin At | es Basi 


Connecting the Systems: 

EB Fdlowthe instructions for getting started on page 10. 

A After you begin daying insert the Nintendo GarreCbe Garre Boy 
Advane aie into Contrdler Socket 2, 3, a 4. 

El Correct the ale to your Garre Boy Advan andtumn the Garre Boy 
Acvarce ON 

[Ey Refer to pages 25 and 26 for contrd instructions. 


Insert the calle into any Contrdler 
Socket other than Controller Socket 1. 


Do nct insert a cae or connect a 
Gare Boy Advance if you are not 
going to use them 


A Properly Connected Nintendo 
GarreCube and Garre Boy Advance 


Notes About Linked Play 
The fdlowing adions rray cause communication or contrd failures: 


+ Usinga calle other thana Nintendo GarreCibe Gare Boy Advance ale 

* Playingwith a Gare Pak insertedin the Garre Boy Advance. 

* Inproperly conneding the Gare Boy Advance, Nintendo GarreCube and 
Nintenc GanreGube Garre Boy Advane calle 

+ Disconneding the Nitendo GarreCube Garre Boy Advan calle ching 
data transrrission 

* Turning the Nritenco GarreCibe or Garre Boy Advance OF or resetting the 
Nintendo GanreGube chring cata transrrission. 


Cluestror Your © uest 


@) What if | can’t figure out 
how to solve a puzzle? 


Perhaps you've overlocked 

someting inpartart. Usee@) 
torranipuate the area and 
check your surroundings. Lock 
for doors or passageways you 


ray have nrissed You can also Avays pay doeattertintolirks ges 
use the Tinge Tuner toget hints Hewill cften lock tovardinportartiters 


thr ive day. or dgedts, ving dues about howto 
(ough cooperative play. saad 


‘Ql Does L-targeting offer anything 
particularly good? 
By Lttargeting an agponent, youcan keep 
itin sight cLring battle ardhit it rrore 
predsdly, L-targetingis particdarly useful 
agpinst very quick eneries and flying enenies, and using distance 
weapors like the Boorrerang while L-targeting ensures rruch greater 
accuracy. You canalso speak to pecde framna distance by L-targeting 


‘Ql My hearts run out too quickly... What should | do? 


A Each tirre you cefeat a dungeon boss, youwill gain one rrore 
Heart Container. You can also increase your life gauge by 
searching for Pieces of Heart. Four Pieces of Heart corrtine to 
conplete one Heart Container. 


@) The enemies are too tough... How can! defeat then? 


[\ All ererries have weaknesses, soif one 

method of attack doesrit work, try another. 
Aso every tire you get a newitem try using 
itas rruchas youcan Youwill alrrost always 
have sare itemthat will hajpyou overcare 
your foes. You shoudalso watch your enerries 
carefuly-they may crop their weapons. If 
they do take advantage of the opportunity. 


Ql Why does my controller rurmble inexplicably? 


[\ The antrdler rues when Link is struck or attacked butt wll also 
ruvHe whena particlar itemis trying totell you sarrething If the 
Adicn lan changes to $F, cress@)) tosce what itis But 
rerrerrbey, you wort get rune hints if your Runde Feature is 
tureddf. 


@) How can! become a Master Swordsman? 


A First, goto visit Orca on Outset Island and learn howto use a sword 
After that, it just takes pracie Repsatedy taping @) and pressing 
@ inajudinwth© will allowyoutoattack with sucessive 
Hons. Try coing this in battle. Also if 
the @ crangsstoan HF wile 
you re fighting with your sword, 
immedatdy press@) topafama 
parry Move. Orly then you will know 
What it means to bea true 
Mester Sworcbman 


Im portant REV-C 


WARNING: Copying of any Nintendo game is illegal and is 
strictly prohibited by domestic and international intellectual 
property laws. “Back-up” or “archival” copies are not authorized 
and are not necessary to protect your software. Violators will be 
prosecuted. 


This Nintendo game is not designed for use with any 
unauthorized copying device or any unlicensed accessory. Use 
of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not 
responsible for any damage or loss caused by the use of any 
such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and 
resume normal game play. If your game ceases to operate and 
you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory 
rights. 


This booklet and other printed materials accompanying this game 
are protected by domestic and international intellectual property 
laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 
(U.S. and Canada) 


Warranty &Service Information revn 


You may need only simple instructions to correct a problem with your product. Try our web 
site at www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700 
rather than going to your retailer. Hours of operation are 6 a.m. to 9 p.m., Pacific Time, 
Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (times subject to change). If 
the problem cannot be solved with the troubleshooting information available on-line or over the 
telephone, you will be offered express factory service through Nintendo or referred to the nearest 
NINTENDO AUTHORIZED REPAIR CENTER“. Please do not send any products to Nintendo 
without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware 
product shall be free from defects in material and workmanship for twelve (12) months from the 
date of purchase. 

If a defect covered by this warranty occurs during this warranty period, Nintendo or a NINTENDO 
AUTHORIZED REPAIR CENTER will repair the defective hardware product or component, free of 
charge. The original purchaser is entitled to this warranty only if the date of purchase is 
registered at point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the 
product was purchased within the last 12 months. 


GAME & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (games and accessories) shall be 
free from defects in material and workmanship for a period of three (3) months from the date of 
purchase. If a defect covered by this warranty occurs during this three (3) month warranty period, 
Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the defective product, free 
of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call our Consumer Assistance Hotline at 1-800- 
255-3700 for troubleshooting assistance and/or referral to the nearest NINTENDO AUTHORIZED 
REPAIR CENTER. In some instances, it may be necessary for you to ship the complete product, 
FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location. 
Please do not send any products to Nintendo without contacting us first. 


WARRANTY LIMITATIONS 


THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS 
NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON- 
LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, AND POWER 
SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS 
MODIFIED OR TAMPERED WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, 
UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS 
OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR 
REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED 
IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 
MONTHS, AS APPLICABLE). 

IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS 
WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO 
THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights, and you may also have other rights which vary from 
state to state or province to province. 

Nintendo's address is: Nintendo of America Inc., P.O. Box 957, Redmond, WA, 98073-0957, 
U.S.A. 


This warranty is only valid in the United States and Canada. 
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AVAILABLE AT YOUR NEAREST RETAILER! 
WWW.NINTENDO.COM 


Z 


NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


(nd 
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CUSTOMER SERVICE 
WWW.NINTENDO.COM 


or call 1-800-255-3700 
MON. - SAT., 6:00 a.m. to 9:00 p.m.; 
SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 
www.nintendo.com 


PRINTED IN USA 


WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO® HARDWARE SYSTEM, GAME DISC OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. 

* Anyone who has had a seizure, loss of awareness, or other symptom linked to an 

epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 

consult a doctor if you or your child have any of the following symptoms: 


. 


Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


akon 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

« If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

« If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWWARNING - Electric Shock 


To avoid electric shock when you use this system: 


¢ Use only the AC adapter that comes with your system. 

* Do not use the AC adapter if it has damaged, split or broken cords or wires. 

¢ Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


A\CAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


A\CAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 

L Butt R Butt 
correct neutral position, then hold down the ee veer 


X, Y and START/PAUSE Buttons & & 


simultaneously for 3 seconds. 


Control 
Stick C Stick 
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This official seal is your assurance that Nintendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when 

buying games and accessories to ensure 

complete compatibility with your 

Nintendo product. 


re licensed by sale for use onty with other authorized 
ial Nintendo Seal of Quality.® 
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honpeye HELP PLAYING A GAME? 


For more information about 


THIS PRODUCT HAS BEEN. RATED BY THE 
ENTERTAINMENT SOFTWARE RATING BOARD, FOR 
INFORMATION ABOUT THE ESRB’RATING, OR FO 
COMMENT ABOUT THE-APPROPRIATENESS OF THE 
RATING, PLEASE CONTACT THE'ESRB AT 
1;800-771-3772, OR VISIT WWW.ESRB:ORG 


SURROUND 
PRO LOGIC H 


TEEN (13+) 


CONTENT RATED BY 
ESRB 


Violence 


ALUGIGHTS: INCLUDING THE COPYRIGHTS OF GAME, SCENARIO, MUSIC AND PROGRAM 
RESER' BY NINTENDO. ©. 2002'NINTENDO. TM, ® ANO THE NINTENDO GAMECUBE LOGO 
TRADEMARKS OF NINTENDO, DOLBY, PRO LOGIC AND THE DOUBLE-D SYMBOL ARE 

IDEMARKS OF DOLBY LABORATORIES. © 2002 NINTENDO: ALL RIGHTS RESERVED. 


THE CHOZO 


The Chozo... Over millennia, this bird-like race of creatures 
made incredible technological and scientific leaps. Traveling at will 
through space, they built many marvels across the universe-technologi- 
cal wonders of unfathomable complexity and cities unmatched in beauty. 
They shared their knowledge freely with more primitive cultures and 
learned to respect and care for life in all its forms. 


Even as their society reached its technological peak, however, 
the Chozo felt their spirituality wane. Their culture was steeped in 
prophecy and lore, and they foresaw the decline of the Chozo coinciding 
with the rise of evil. Horrified by the increasing violence in the universe, 
they began to withdraw into themselves, forgoing technology in favor of 
simplicity. Tallon IV was one of several refuges they built—a colony bereft 
of technology, built of natural materials and wedded to the land and its 
creatures. 


The years passed, and in time a great meteor crashed into 
Tallon IV, sending a massive spume of matter into the atmosphere and 
impregnating the land with a cancerous element known as Phazon. This 
element immediately sank into the earth and water, poisoning life wher- 
ever it bloomed. Most plants and animals died, while others mutated into 
hideous forms. 


The Chozo called upon all of their knowledge and technology to 
control the power of the Phazon, but their efforts were doomed to fail. All 
they could do was build a temple over the crater at the impact site, sepa- 
rate the Phazon core, and seal it away. Believing that someday a savior 
would return to the planet, the Chozo left for an unknown destination, 
leaving behind nothing but engraved accounts of their time on Tallon IV. 


THE SPACE PIRATES 


The Space Pirates were interstellar nomads, technologically 
dvanced in both space travel and weaponry. When they plundered the 
Metroid population that had been discovered by the Galactic Federation 
n SR388, they recognized in them massive military and energy resource 
otential. They immediately invaded the nearby planet of Zebes, wiping 
ut all life (including most of the indigenous Chozo) and building a mas- 
ve network of research facilities below the planet's surface. 


Deep below the surface of Zebes, the Space Pirates researched 

Metroids for many years, even'as a young girl orphaned'by their raid on 
he neighboring planet K-2L was growing up among the Chozo. Trained 
S a warrior-and infused:with Chozo blood, Samus Aran ‘donned a Chozo- 
made Power Suit'and cut a swath through the Space Pirates’ operation, 

estroying everything in her path, including’the gargantuan mainstays of 
he Space Pirate army, Ridley and Kraid: She eventually made it to the 
ore of their base, destroyed 

ll the Metroids she saw, 

nd seemingly blew up 

he Mother Brain.: 


But the Space Pirates were far from finished. They immediately 
split their survivors into two main camps. One headed to Zebes to begin 
rebuilding their ravaged facility and resuscitating Mother Brain, Ridley, 
and Kraid. The second set out in search of a planet with powerful energy 
resources. They didn't search far before they discovered Tallon IV, which 
was still emanating huge pulses of energy from the Phazon contained 
beneath the Chozo temple. Entranced by the massive potential of the 
strange mutagen, they immediately moved in. retrofitting their laborato- 
ries, transporters, and life-support systems into the Chozo Ruins. 


As the Space Pirates mined the Phazon and experimented with 
it, they found that its capacity to mutate was ‘unlike anything they'd ever 
seen, and they promptly started combining it with indigenous life-forms. 
They refined their operation: powering their machinery with thermal- 
powered engines sunk in the molten depths of Tallon lV, they drove deep 
mineshafts and mined more'and more Phazon, shipping it'to their two 
main labs in the Phendrana Drifts, where sub-zero temperatures made 
specimen containment safer. Research leaped forward: by harnessing 
Phazon’s power, they were able to create untold horrors that'soon 
patrolled the dark caverns below: Tallon IV's‘crust: 


The Space Pirates also transported many species:to their orbiting ship for 
zero-G Phazon experiments, unaware that Samus Aran had finally 
tracked their ship to its low orbit. As they. continued with their 
unnatural experiments, Samus-sped toward Tallon 
lV, preparing to wipe them out/once and for all.:, 


THE ADVENTURE BEGINS 


et your Metroid Prime Game Disc in the Nintendo GameCube and close 
he Disc Cover, then turn on the POWER Button. When the title screen 
ppears, press start to continue to the Main Menu. 


GETTING STARTED 


efore playing, you must first create a 
Metroid Prime save file. You need to have a 
Memory Card inserted in slot A with at least 

blocks of free space on it in order to create 

file for Metroid Prime. Please refer to the 
Nintendo GameCube instruction booklet 
pages 18-20) for instructions on how to 
ormat, copy, and erase Memory Card files. 


Title Screen 


,—— 
- , 
] 
| 


this is your first time playing, select one of 
he NEW GAME files and press the A Button. 
When the words START and OPTIONS appear, 
elect START and press the A Button to begin. 
you have a previously saved game file, sim- 
ly choose that file to continue from your last 
ave point. 


n order to save your progress through 

Metroid Prime, you must find Save Rooms 
ocated throughout Tallon IV's many regions. 

When you find one of these rooms, enter the 
aving apparatus. When asked if you want to 
ave, choose YES and press the A Button. All 
f your progress up to that point will then be 
aved to the Memory Card in Slot A. 


Main Menu 


Save Room 


ERASING FILES 


you want to erase a file, select Erase from the bottom of the screen, 
hoose the file you want to erase, then press the A Button. Remember: 
nce you erase a file, you can never recover it, so be careful! 
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OPTIONS 


From the pause screen, press the L Button to customize many features 


of your game-play experience. You can also access the Options screen 
from the Main Menu before you start your game. 


VISOR 8) i) oe AN 


Adjust Samus's visor opacity, 
her helmet opacity, and the 
HUD lag time. 


Adjust the brightness and 
dimensions of the game play 
screen. 


SOUND CONTROLLER 


Adjust the volume of the music 
and sound effects, or select 
between Mono, Stereo, and 
Dolby Surround modes. 


Choose to play with standard 
control or a reversed Y-axis. You 
can also turn the Rumble feature 
on or off and reverse the 
visor/beam configuration. 


PROGRESSIVE SCAN MODE 


ee 


This game can be set to display a higher resolution image on TVs that 
support progressive scan mode (EDTV, HDTV). 


In order to use the progressive scan mode, you need a TV that can 
accept this type of input (see your TV operation manual) anda 
Nintendo GameCube Component Video cable (available only through 
Nintendo. Visit www.nintendo.com or call 1-800-255-3700). 


To activate the progressive scan mode, press and hold the B Button 
while the Nintendo GameCube logo is being displayed until the mes- 
sage "Display in Progressive Scan mode?" appears. Select YES to acti- 
vate the mode. 


Please note that on some TVs, activating the progressive scan mode 
will set the format of the image to a wide-screen (16:9) format. 
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CONTROLS 


L BUTTON 


Lock onto enemies 
Scan objects in Scan Mode (see page 18) 
Use Grapple Beam (see page 23) 


Zz BUTTON 


@ Call up map 
(see page 24) 


R BUTTON 


@ Look around 

@ Aim (with Control: Stick) 

@ Activate Spider Ball in Morph Ball 
mode (see page: 21) 


Y BUTTON 


@ Fire Missiles 
@ Lay Power Bombs in Morph Ball 
mode (see page 21) 


START /PAUSE 


@ Pause the game and view 
Samus’s databanks (see page 24) 


x BUTTON 


@ Switch between standard and 


Morph Ball modes 


ee am Weapon see Le 
Eta s in Morph Ball mode : 
(see page 20) im 
at ee a 
Tt nip 
(.B BUTTON” %. . 
@Jump’ 38 at ete: % 
“@ Activate Boost Ball in Morph r a 
Ball mode (see i e 
“|, @Dash sideways \ whi 
| locked-on ope 23) 
(@srTick et 
oa 
any cil cater il @ Select beam weapon (see page mn pea 
CONTROL STICK Pe 
@ Move Samus hike Leas 
@ Look around i ee hy 
@ Aim (with the R'Button) %. "hha: fy 
ue i 
= ae Ay 
12 My =i o3 


ARNVIOR & ARMAMENTS 


s Samus delves deeper into,the Space Pirates’ operation, she ll find 
ower-ups that improve both her arsenal and her suit. Every power-up she 
ndsiwill help her access something new in the vast regions of Tallon lV,.so 
e@member areas where she cant progress and return ‘once she's gained 
éw abilities.,Pay special attention tothe colors of closed doors, as they 
hould, help you determine what weapons you need to use to eben them. 


POVV/ER SUIT. 


amus s standard Power Suit was built 
pecifically for her by the Chozo people. It 


§ integrated with her body, acting.as a\sort — 
f second ‘skin—not only does it provide m4 
hielding in battle and augmented physical \ 
trength, but'its life-support systems allow 
er to Survive in water and even space i 
without additional equipment. ; 
Power Suit 


VARIA SUIT 


nce Samus finds the Varia Suit, she will be 

ble to survive extremely high temperatures 

ke those found in the fiery depths of =. 
Magmoor Caverns. 


Varia Suit 
GRAVITY SUIT 
he Gravity Suit upgrades Samus's suit even 
more. It negates the effects of water,.allowing 
Samus to move and jump normally even while Big 
ubmerged. 
Gravity Suit 
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POW/ER BEAM 


This is Samus's:standard:beam, which you can 
fire continuously by rapidly tapping the A 
Button. As with all beam weapons, the Power 
Beam becomes much stronger once:Samus 
finds the Charge Beam power-up. Once Samus 
has found the Charge Beam, press and hold the 
A Button to charge up her shot, then release 
the A Button to fire a powerful blast. 


WAVE BEAM 


The Wave Beam fires three oscillating waves 
of energy. As with the other beam weapons, = 
the Wave Beam is especially effective against 
certain enemies.and can be powered up once 
Samus finds the Charge Beam» The: Wave 
Beam also features a limited homing effect: 


of 


B 


Wave Beam 


ICE BEAM 


The Ice Beam has a slower rate of fire than the 
Power Beam, but it makes up for this flaw with 
its ability to immobilize enemies briefly with a 
layer of ice. Some enemies are particularly 

vulnerable to this weapon, so experiment with 
it. The lce Beam may destroy weak enemies 
rather than freezing them. 


PLASMA’ BEAML , 


The most powenfullibe 
arsenal, the short- 


weapons, the Plasma’ Beam can combine with 
Missiles for a high-powered combo attack once | 
Samus finds its combo power-up (See page 22). 


eer 


BEHIND THE VISORS 


ook ge see 


amus’s most im portant tool i is her suit, and it can pibvide her with a Once Samus finds the Theat Visor, she can 
ealth of inf on by interfacing with various visors. Samus will start track enemies using their heat signatures. 
iv he game with two—the standard Combat Visor and the Scan Visor—but Not only does this visor help locate enemies 
i ventually:she'll use four, each of which can be accessed easily by hidden in dark areas, but it can also be us 


ressing different directions on the + Control Pad. for acquiring alternate targets on enemies. A 
a thermal scan can often find a hidden*weak 
spot on an otherwise difficult enemy: ‘Not only 


. that, but thermal scans show ot ues that 


‘COMIBAT VISOR the naked eye can't discern;.if intoa 
dead’end, try scanning eae with 
his default visor is standard for battle and provides Samus with all the the Thermal Visor equipp 


eneral information she needs (see pages 14-15). 


|S@AN VISGR 


oe Barn) USES the Scan Visor-a magnifying 
eticule will jpearin-the.center of hervisor. 
his reticule picks out anything that canbe 
canned—from creatures to computer termi- 
als—and shows itas an orange or red) 
ymbol. If you press and hold the L Button 
while locked onto one of these symbols, the 
an Visor will.download.information. Once it's 
ne downloading, the visor will display 
message. ut : 


‘Alter Samus tracks down the X-Ri sa 

| she'll be able to peer throuc Reh 

‘hidden passages 
bjects. This visor also\he p j 
“enemies that use ‘optical moufla . 
~~" render: themselves invisible tothe hah 
eye. As with the ecieer 


a en 


esides using the Scan Visor to solve puzzles, 
nd enemies’ weak spots, and unlock various 
reas in the game, Samus will also frequently 
ownload pieces of information that can be 
ored in her Log Book. These can be accessed 
y pressing START/PAU: E di ring game play 


‘Scala : sit ii = baie! Tracking the invisible 
i , i i ii Ls € i : hein. i ies 


RP i Sete coe 


pos 


Bo 
ORE 


THE MORPH BALL fe ve 


s Samus explores, she'll.run into many areas that are too small for her 
o navigate. Once she finds ‘the'| Morph Ball, however, she'll gain the 
ower to roll herself up into an armored ball that can fit in small tunnels 


nd:drains. As she finds additional power-ups, abe. aapand on the abili- ‘you 
es at her disposal while in Morph Ball mode: | tt *: accelerate in the direction she is rolling. This 


_is especially useful for boosting up the sides 
; of half-pipe areas. 


POVVER BOMBS 
GBS See, ES otal 
F wer Bombs are super-powered bombs that 


affect verything within a certain distance 
Ir nlike orth Bombs 


GET FING ROLLING 


When Samus rolls into the Morph Ball, the 
+amera will pull back out of the visor view 

Fy ¢ nd display a third-person perspective. 

’ © sing the Control Stick. you can roll the 

i Morph Ball in whichever direction you 
_hoose. Bear in mind that gravity will affect 
ul Morph Ball—you'll need to tilt the Control 
~ tick farther while rolling up inclines. 


BOMIBS 


amus will be vulnerable when she first gets 
he Morph Ball, but she'll soon find Bombs to 
rm herself. Samus has an unlimited number + 
f these energy-based explosives, but she can *| 
nly drop three at a time. Bombs can be used. |) 
o destroy weak walls as well as enemies. 


“trac as long as you hold the R Button—tilt 
i ‘the Control Stick to move along the track and 
iiss “release the R ' Button when you wi ht 0 


into the ; air, effec ety ititecg 
tances. Try varying the timing < 
_Bombs.to:reach Sh greater hei hts. 


Bomb Jump 


Title 


POWER- UPS c= POWER MOVES. He SPACE JUMP: 


strewn across the world of Metroid 
S'S quest. Scan every ‘i 


+. here are:many other power-u 

/ © Srime, and all of them will play vi 
| oom for possible power-ups— 
0% each. a specific power-up. You'll-al 

1 “moves that will help you progrips 


PAcHCY TANKS 


s starts.her adventure with'minimal 
gy reserves. For every Energy Tank she 
racks down, however, her maximum energy” 
1 eserve will grow by 100 units. The number of 
-ighlighted squares above the energy gauge 
t the NG ‘Samus's Combat Visor display ‘a 
ndicates Ww many full tanks si has in 
eserve. ; 


Energy Tank 
MISSLES & MISSILE GOMBOS 


nce Samus arms herself with Missiles, fire 
hem by pressing the Y Button. Keep.an eye 
ut for Missile Expansions; for every one of 
hese Samus finds, her Missile arsenal will 
row by five. Missiles will home in on 
hatever Samus locks on, and they can also 
e used to blow up hatch locks and destroy 
pecific types of impediments. To replenish 
amus's Missiles, collect Missile capsules 
om fallen enemies and crates. 


Missile 


Every beam weapon can be'combined with 
Missiles to perform a super combo once 
Samus has found that/beam weapon's 
combo power-up. To use a combo, charge 
up your beam weapon all the way by press- 
ing and holding the A Button. Then, without 
releasing the A Button, press the Y Button. 
Bear in mind that combos drain your Missile 
“reserves. Some obstructions can be 
destroyed only by specific combo attacks. 


Super Missile Combo 


eo. make Samus jump once by pressing 


“to previously unreachable areas. 


oF HE GRAPPLE BEAM 
/seAfter she tracks down the Grapple Beam, Samus 
will be able to latch onto specific energy nodes with |= 


_/an energy beam from her left arm. The icon above |) 


“press and hold the L. Button to.latch,onto it with the’ 


Bi Space Jump’ upgrade will activate boosters: = 
on Samus's suit; ‘enabling her to jump a sec- - =—— 
ond time while airborne. Once she’s found the 


“,the B Button, then press it a second time while 
“she i is in the air to jump a second time and get 


. : ¥ af 
Cl * = 
\ aly ae 


‘Space Jump. Behe 


anode will brighten when. it is in range; simply 

onto i Grapple Node 
Grapple Beam. Tilt the Control Stick to Vary your. —— 
swinging angle, then release the L Button at the 
top of Samus's swing to launch into the air. 


| 


Grapple Beam 


ADVANCED BATTLE: TAGTIGS 


Samus has a wealth of weapons and moves 
at her disposal, and you'll have to practice 
with all of them if you hope to keep her 
alive. One of the most important battle 
tactics is using the L Button to lock onto 
targets. If you press and hold the L Button 
without targeting anything, you will be able 
to strafe side-to-side by tilting the 

Control Stick. 


Lock-On Orbiting 


However, if you press and hold the L Button while targeting an 
enemy, you will then circle around your lock-on point by tilting the 
Control Stick. Additionally, you can perform a quick dash move while 
orbiting a target-simply tap the B Button while locked-on to leap 
sideways. Once Samus finds the Space Jump Boots, she can perform 
a double-dash by tapping the B Button twice. Using these moves will 
be key to surviving battles with the many enemies Samus will face. 


SAMUS’S DATABANKS 


amus's suit can store a huge quantity of data that will help her along 
er journey. Most information, with the exception of the map, can be 
ccessed by pressing START/PAUSE during game play. Once the 
nventory screen appears, you can use the L and R Buttons to view the 
ptions screen or the Log Book screen. 


MAP 


y pressing the Z Button during game play, you 
an call up a three-dimensional map display of 
he region Samus is currently in. Unless 

amus has downloaded the full map for that 
articular region by finding a Map Room, the 
nly areas that will appear will be ones that 

he has explored already. Once she downloads 
he map, however, rooms she has explored will _ 
low orange while those yet to be explored will” 
ppear without color. 


Map Download 


Rae 

he colored dots on the | map are exits—the . 
olors indicate which weapons will open the 
oors. Samus herself will appear as an arrow 
ointing in the direction she curt ently faces. 
ou can zoom in or out with the L and R 
uttons, move around with the C Stick, or 
otate the: 3-D display with the Control Stick, 
o view the World Map, press the A Button) 2" 
o toggle the map key on and off, press) the 
Button. , 


NVENTORY | 
rom this screen, you can view ee 
ead additional information-about Samus 
urrent state, from the details of herp 
ps to the abilities of her weapons. Simply. 
elect what you want to learn about and 
ress the A Button to bring up an 


THELOG BOOK 


As you play through the game, be sure to scan 
anything and everything. Very often you'll learn 
a crucial bit of information by scanning an 
enemy or downloading one of the many 
research logs located around the Space 
Pirates’ operation. To view information that you 
have downloaded to your Log Book, press 
START/PAUSE and access the Log Book by 
pressing the R Button. From there, select the 
data you want to view and press the A Button 
to access your databanks. 


Log Book Entry 


7 
call 


To 
PIRATE DATA 


“Samus will frequently fin 


. Whenever Samus mi an et 
she will. download yale 


The Space Pirates have docu n 
ed their research.on Tallon 


log entries that offer gli to, 
the insidious pperatio one 


CREATURES® 


nd scanning them will pro- 
mation regarding weak 4 s r ef informationa ‘dat for 
behavio patterns, a wellas i 
visual dia 7% of the cre eatut 


form. 


her mission.” 


A LINK TO METROID FUSION 


CONNEGT TO YOUR GAME BOY ADVANGE! 


you use a Nintendo GameCube Game Boy 

dvance cable to connect Metroid Prime with a 
ompleted Metroid Fusion Game Pak, you'll unlock 
omething special. If you connect a Metroid Fusion 
ame Pak to a completed Metroid Prime game, 

ou'll unlock a second secret. Follow the instruc- 
ons below to link the two games together and refer 
o the CONFIDENTIAL insert included with your 

ame Disc for further instructions. 


WHAT YOU NEED: 
Nintendo GameCube system 
Game Boy Advance system 
Metroid Prime Game Disc 
Metroid Fusion Game Pak 
Nintendo GameCube Game Boy Advance cable 
Memory Card 


HOW TO CONNECT 


1. Follow the instructions on page 10 to 
start the game. 

2. When the title screen appears, select 
“Metroid Fusion Connection Bonuses” 
and press the A Button. 

3. Select which feature you wish to access 
and press the A Button. 

4. Insert your Metroid Fusion Game Pak 
into the Game Boy Advance then Use the diagram above to con- 
connect it to Socket 2, 3, or 4 on the nect your Game Boy Advance to 
Nintendo GameCube using a Nintendo your Nintendo GameCube. 
GameCube Game Boy Advance cable. 

5. On the Game Boy Advance, press and 
hold START and SELECT and turn the 
power ON. 

6. You are now ready to begin the data link. 


. There’s a Game Pak other than Metroid Fusion in the 


. There is a loose connection. Do, 
. The Nintendo GameCube Game Boy Advance cable, Gan 


. The Nintendo GameCube Game Boy Advance ca 


Do not connect a Game Boy 
Advance cable or a Game Boy 
Advance you won't be using. 


NOTES ONLINKING 
The following circumstances might cause a communication error or 
erase the data you saved on your Game Boy Advance: 


cable is used. 
Game Boy Advance. 


Advance, and Nintendo GameCube are not connected: properly. 


out while exchanging information. : 


is turned off while exchanging information or the 
RESET Button is pressed. 


The Nintendo GameCube Game |i 
Boy Advance cable will operate [i 
as long as it is connected to 
Socket 2, 3, or 4. 
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REV-C 


Important 


WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and 
international intellectual property laws. “Back-up” or “archival” copies are not authorized and 
are not necessary to protect your software. Violators will be prosecuted. 


This Nintendo game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. If 
your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 
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REV-M 


Warranty & Service Information 


You may need only simple instructions to correct a problem with your product. Try our web site at 
www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700 rather than going to 
your retailer. Hours of operation are 6 a.m. to 9 p.m., Pacific Time, Monday - Saturday, and 6 a.m. to 7 p.m., 
Pacific Time, on Sundays (times subject to change). If the problem cannot be solved with the troubleshooting 
information available on-line or over the telephone, you will be offered express factory service through Nintendo 

or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTERS. Please do not send any products to Nintendo 
without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be free from 
defects in material and workmanship for twelve (12) months from the date of purchase. If a defect covered by this 
warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the 
defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only if the 
date of purchase is registered at point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the 
product was purchased within the last 12 months. 


GAME PAK & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (Game Paks and accessories) shall be free from defects in 
material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will 
repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 
nearest service location. Please do not send any products to Nintendo without contacting us first. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED 
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights, and you may also have other rights which vary from state to state. 
Nintendo's address is as set forth on the back cover of this booklet. 


This warranty is only valid in the United States. 
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Warns 
\ (Wales: 


NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


NINTENDO CUSTOMER SERVICE 
WWW.NINTENDO.COM 


or call 1-800-255-3700 
MON. - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 


nosy! 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 
www.nintendo.com 


My mysterious diary OF 
MYSTERY!!! 


PRINTED IN USA 


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO ® 
HARDWARE SYSTEM, GAME DISC OR ACCESSORY. THIS 
BOOKLET CONTAINS IMPORTANT HEALTH AND SAFETY 
INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 
Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 


Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


akOoON = 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 


e Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play. 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

* If you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 


AWWARNING - Electric Shock 


To avoid electric shock when you use this system: 


¢ Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

e Use only the AC adapter that comes with your system. 

* Do not use the AC adapter if it has damaged, split or broken cords or wires. 

Make sure that the AC adapter cord is fully inserted into the wall outlet or 

extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 

Make sure the Nintendo GameCube power switch is turned OFF before removing 

the AC adapter cord from an outlet. 


ACAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


A\CAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


L Button 


C Stick 


products without the 


THIS GAME SUPPORTS 
SIMULTANEOUS GAME PLAY 
WITH ONE, TWO, THREE OR 
FOUR PLAYERS AND 
CONTROLLERS.. 


THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS. 


THIS GAME 1S COMPATIBLE 
WITH THE GAME BOY 
ADVANCE PORTABLE VIDEO 
GAME SYSTEM, 


NEED HELP PLAYING A GAME? 

Nintendo's game pages, at www.nintendo.com/games, feature walkthroughs, 
frequently-asked questions, and codes for many of our games. If your answer 
isn't there, check out our forums where you can exchange tips with other 
gamers online. 


For more information about our forums, visit www.nintendo.com/community 
If you don't have access to the web-site, recorded tips for many titles are available 


on Nintendo's Power Line at (425) 885-7529. This may be a long-distance call, so 
please ask permission from whoever pays the phone bill. 


Manufactured under license from Dolby Laboratories 
Dolby, Pro Logic, and the double-D symbol are 
trademarks of Dolby Laboratories 


‘0 PLAY GAMES THAT CARRY THE DOLBY SURROUND PRO LOC 
LOGO IN SURROUND SOUND, YOU WILL NEED A DOLBY SURROUNE 
PRO LOGIC I! OR DOLBY SURROUND PRO LOGIC DECODER. THESE 
DECODERS ARE SOLD SEPARATELY 


ALL RIGHTS, INCLUDING THE COPYRIGHTS OF GAME, SCENARIO, MUSIC AND PROGRAM 
RESERVED BY NINTENDO 


™, © AND THE NINTENDO GAMECUBE LOGO ARE TRADEMARKS OF NINTENDX 
2003-2004 NINTENDO. ALL RIGHTS RESERVED. 
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Waaaaah ha ha ha ha hall 
Hey, what do you think you're looking at!? This is my 
long-running diary...uh...| thought | told you to keep your 
peepers out of my business! | mean it! This is really private | 
stuff! Ah, why do | even bother? If | keep telling you how 
great itis, you'll just want to take a peek even more...| | 
know | would! Maybe | can distract you by telling you . 
about my all-new, intensely exciting, maddeningly 
amazing Nintendo GameCube game, WarioWare, Inc.: 
Mega Party Game$! I'm feeling generous, so I'll even let 
you keep peeking at my supersecret journal to get the 
inside scoop on my latest scam...! mean, game! 


AUG 34 Forecast: Mostly sunny 


Hey, everybody, how ya doin’!? 

To be honest, | couldn’t care less how you are doing! 
I’m doin’ great! | ate a healthy breakfast of bacon, 
bacon, and more bacon, and washed it all down with 
a glass of bacon grease! Oh, I’ve decided to keep a 
diary, starting today! Why, you ask? Because I’m 


gonna include it in my autobiography, entitled “Wario: 


The Brains Behind the Boogers”! I’m gonna make 
millions! That’s right, baby! It’s all about the money! 
Treasure chests are nice, but that gold stuffs heavy! 
Give me stackable, foldable, crinkly green cash any 
day! But never mind that, I’ve got to get writing! 


On 


| pounded down a healthy cup of sugar (with just a 
dash of coffee) for breakfast, and then | rushed to the 
office to put the finishing touches on my new game, 
WarioWare, Inc.: Mega Party Game§. Or at least, 
that’s what | was gonna do! | hopped on my chopper, 
and there | was, cruising along, just a-singin’ a song 
(hey! I’m a poet!), when all of a sudden, my bike 
starts flippin’ out, and | take a wicked spill! After my 
face had finished skidding across the concrete, | 
realized I’d landed right on some guy’s wallet! | 
guess today’s my lucky day! 


AUG 4th Forecast: chance of Rain 


So, this morning, I’m, like, wrist-deep in my 
nostrils—digging for gold, you know—when 
suddenly, | get the best news ever! My newest game, 
WarioWare, Inc.: Mega Party Game$, had been 
completed!! Heh heh heh... It’s like a license to print 
money! I’m gonna make a mountain of cash on this, 
and it’s gonna be mine, all mine! As for all you 
chumps around town who helped me make this 
game, tough luck! No royalties for you! 


AUG 5th Forecast: Partly Stinky 


Yesterday, at the wrap party for my game, | ate so 
much liver ice cream that | gained a whole twenty 
pounds! Heck, | ate so much that | can't even 
squeeze past the bathroom door!! So anyway, | 
figured I’d just sit here and write Controller 
explanations for you lazy bums! 


AUG 6th Forecast: How should | 


4 


| Wanna Play a Game! 


Hey, I’m Mona, and 
| KNOW! 


ARRGGHH!! 
PAIN!, 


IM DONE WRITING!!! You know, up until J | 
now, I’ve been doing my best to write > ya” 
| everything down, but this just stinks! It’s not 
me, and | GOTTA BE ME! And ME DOESN’T 
WRITE! But | can’t give up on my 
| autobiography!! Hmm... | got it! I'll get the 
| people around town to wri for me! It’s 
| just my diary. It shouldn’t matter who 
writes it! Dang! | should have had 
\ somebody else write the 
whole thing right from 4 
the start! 


Survival Fever 


AUG 8th Forecast: cool and sunny 


Aw, yeah... | was on a raging Survival Fever kick all night! 
It looks like it’s gonna be.a great day out, but | think I’ve 
gotta play more Survival Fever! 


Play this way! 


The object of this cool game is to work the crowd and keep them 
happy—you want to be the last player standing! Try to bug your 
buddies so that they lose their cool and their audience! 


© Try sneezing while your pals are playing. Shake ‘em up and make 
‘em mess up! 


(o) ‘aan really throws them if you stand up really quick and dance a 
ittle jig. 


De 


Yo! | wrote the diary entry 
for Survival Fever from the 
Multi-player Mode! 


Yo! Dig these crazy flares! 


mIrTy 


AUG 9th Forecast: Bright and sunny 


It's hot! Hot hot hot! The sand in my sandbox is burning 
my feets! Oh, turtle! Hey, turtle! Mr. Turtleturtleturtle! 
Sorry | jumped-on your back, but my feets were on fire!! 


Thisgame gets more toughievery time you lose. a.microgame! 
Sensei said,the most important thing for a growing ninja is a good 
sense of balance! 


© _Whileyou're wobbling,back and forth, yell out “TIMBER!” to see 
if you Can make your buddies mess up and fall! 


iy 


Wobbly Bobbly 


Spitz 
AUG 10th Forecast: Blazingly hot 


| love}the city in\the summer!!|Nothin; beats the smell of 
hot asphalt! No,fseriously, the) air. 
conditioner, in ourstaxi’s busted; 
andjlim one HOT; dog! 


Dribble, give that diary 
a rest, and let’s play 
Milky Way Delirium! 


The way it works is you win the microgame ° ove 
and then blast the asteroids and mark ‘em for Mil ky Way Delirium 
yerself! Yo, Dribble, you might be good at the is 
microgames, but you'll never win if you don’t *» 
pick the right asteroid.to blasteroid! \PAPD? 
A PAAR 

© Don't stress about the asteroids in the middle. s ADs 

Make yer buddies take those! As long as you aa) ® 

get the corners, the game’s all yers! @ 
© Making alliances with other players before the 

game ain't fair, but give it a try if you stink at @e DS 

e game. 


48) 


AUG 11th Forecast: scattered showers 


Do you recall the storm clouds that were hanging around 
last night? | made them rain... | did it with a little 
invention | created using the theory of balloonic entropy. 


I've discovered the 
equation of success! 


weuevvevvvvvns, 
terest in this diary nonsense.I've got | The person playing the microgame when the balloon explodes is a 


to ® ® @ ani @. i ® ® a 4 loser! If you follow my directions, you surely will be the victor! 
» e @ e ry 
© 


@ While carefully timing the incremental 

increases in balloon size, scream BLAMMO 

at the top of your lungs to scare other 
players—this cee has proven 
successful in lab experiments. 


©20eeensr 
e00¢ed 326 
gage 


e 
e 
i 
ee 
ee 
Od «@ Watch the speed at which the balloon 
grows. It might benefit you to lose a 


microgame or two in order to time it so 
that you aren't playing when it blows! 


Dr.Crygor 


eeoeceoe 


je Scientificky mustache 


Bzzz 
AUG 12th Forecast: Cicadas! NOisy!! 


j Outta’ My Way! 
| heard a rumor at.the office. My employees have\been aoe 

complaining about me behind my back! They say | don't ieuols 
do anything, that | just walk around getting in everyone's 
way and eating their donuts. I'll show them! No 
paychecks for a month! 


ee ee a eee merece 


ee 
‘eveuvEeee 
: eccccecce 
eoccceocccce 
»@00000008008 


a ee eee ee ee 


in 
out 


Kat's face is all wrinkly! Who did this to 
her? 


Have | told you about 
my antigravity cleats? 
Certain 
doom!!! 


in out 


Maze Research? 


(0) ut Whose shoes are these? 


My face,isvall freaked out! 


m 
I lost my jumpsuit! Now | gotta 
drive in my underwear! 
out out Hey!! Who Stole my pants!? 
Surprisessurprise! My helmet makes an awesome 
maze! 


ey 


lic 1ath 
AUG 14th Forecast: Whoa! Thunderstorms! 


fab} 


a load A Mk g 
efore | h V nt! t 
-one game expert. out my aM VeSOr me ga ame, 
-ards! 


Q 


Od 


There's a lotta 
luck in this game! 


Flip a card off the top of the deck! If you 
beat the microgame on that card, you add 
it to your stack! Collect as many cards as 
you can! But watch out! If you spend all of 
your time on the microgames, somebody 
will steal your cards! 


© All your buddies are ioe to steal your cards, so 
you better steal ‘em first! 


© Pick the left card? Pick the right card? It’s all luck, 
don’tcha know!? 


@ 


AUGu5th Forecast:It's space. It'sdark7dummy. 


All’aliens are brothers in/spacelll hat’s"a very famous 
Space=motto! | love'seeing people, (and*aliens)"come 
together for the common good! 


Hullo! I’ve been alive 
for 2004 years, and | 
still hate writing in 
diaries! 


CA, 


(e) 


ay 
~~, 


y 


Yo! Yo! Jimmy T. here! 
Sorry to butt in, but ya 
gotta let me explain the 
big picture here! If you're 
playing alot and playing 
well, a whole bunch of 


new games will ] Controller 
make themselves Jum Fo rever 


available! 


oe 


Incredible! Anywhere from 2 to 16 players can 
play using the same controller. Players use the 

controller one at a time! Get 16 of your best buds 
together, get crazy,and go head to head ‘til dawn! 
Jumpin’ FEVER! 


= 


aq 
t — f 


Two to four people can play these side 
games simultaneously! They're cool 
games, but Uijl Emily 


they require Vg) Ov 
intense en a) 
concentration! 


1 Controller 
Survival 


PapenPlane 


Employment Application 
for WarioWare, Inc.! 


How would you like to work for ME at my glorious company? How much does it pay!?! 
You cheeky punk! I'll tell you later! MUCH LATER! Some people make nothing; some 
people make something! It's all up to me and whatever I'm feeling like at the time! You 
gotta problem with that? 


w 
() ieee 
SSS ee 
CCRT owsovoutemy coro a 
( 


= 
9 What did | eat yesterday, and how much? 


ne ain Teen Bo seni 
=e ee servings (__) servin servings ) servings 


(2) Be careful here... What are my measurements? 


Chest ( Waist ( Hip ( 


= 
( 5) Draw a cool picture of me 


That's it for my. diary! 


AUG 15% 


Forecast: It's dark! How should | know? 


My diary’s gotten a little out of whack, so | guess I'll have 
to write this last chapter. Hey, wait a minute! Everybody 
wrote about themselves instead of about me! This won't 
make a very good chapter in “Wario: The Brain Behind 
the Boogers,” my upcoming autobiography!! 


Oh well, who cares!? I’ve already made a mountain of 
cash off my game sales! By the way, I’m inviting 
everybody to the roof of my company to enjoy the Wario 
fireworks tonight! While everybody’s stuffing their faces 
at the picnic, I'll be running off with all the cash! 
Employee salaries? Not in my company! If you ignore the 
problem long enough, it just goes away! Oh yeah, when 
the picnic's over, all my employees can consider 
themselves FIRED!! 


Connecting the Nintendo GameCube™ Game Boy” Advance cable 


This section exdairs how to use the Nrtencb GarreCibe Gare Boy Adane ce to correct 
your Nintencb GanreGube with your Ganre Boy Adance 
What You Will Neect 


Gire|BG) PAG re GA for each player 
Nrtercb GaneGibe  - - - - - - - - - - - -- Or system 
Wario Ware Inc Gane Diss - - - - - - - ---- Or dsc 


Nrtercb GarreG.be Garre Boy Advance cade - - - Gre alle for exch player 


To connect the Nintendo GameCube Game Boy Advance cable: 

* Insert the Gare Pak irto the Garre Boy Advance 

* Fdlow the ansaeen instrudions to cornect the cle to the Nrtencb GarreCibe 
Note: Check to rreke sure that the ce is connected as illustrated in the pidue bdow 
* Corett the ale to the Gre Boy Adene 

* Tum the poner CN to the Gare Boy Advance 

For instructions cn whet to cb from this part foward see page 11. 

Note: Do not comect any ces or Gare Boy Adane systers that are not corpatidle 
with 

the Nrtencb GarreG.be gare you are using 

See the instudions that carve with the Nitencb GarreGube Garre Boy Advance calle for 
acittional correction irfarration 


Precautions for Communication between Nintendo GameCube and Game Boy Advance 

In the fdloning draunstances, conmriction may not wok or may melfundion 

* A Gare Osc that ches not sugoot the Genre Boy Advance Gare Pak is lcackd in the 
Nrtercb GarreCube 

* Ace cher than the Nrtencb GameCube Gare Boy Advance ade is used 

+ The aide is not dugged in anpetdy. 

* The ale Gare Boy Adene a Nrtercb GaneGie is not corrected propatly. 

+ The Nrtencb GameCube Garre Boy Advance cade is connected ar disconnected cling 
anmnation 

+ The pone is tured GF to either the Nrtencb GarreG.be or 
Gare Boy Advance or the RESET Button is jressed cn the 
Nortencb GanreGibe 


RA-D 


Important Legal Information 


Copying of any vicko gare for any Nintendo system is illegal and is stricly prohibited 
by domestic and international intelectual property lavs. “ Badcup’ or “archival” codes 
are not authorized and are not necessary to protect your software. Vidators will be 
prosecuted 


This vicko garre is not designed for use with any unauthorized aapying cevie or any 
unlicensed accessory. Use of any such devi will invalidate your Nintendo product 
warranty. Nintendo (and/or any Nintencb licensee or distributor) is not responsible far 
any camage or loss caused by the use of any such cevie. If use of such chvie causes 
your gare to stop operating disconnect the cevie arefuly to avoid camage and 
resure normal garre play. 

If your gare ceases to operate and you have no ckvie attached to it, please contact 
Nintendo Gustarrer Servie (see below). 


The contents of this notice cb not interfere with your statutory rights. 


This booklet and other printed materials aconpanying this garre are protected by 
Correstic and international intelectual property laws. 


For further inforrration or assistance, please contact: 
Nintendo Consurrer Servvie 

wawnintenda.cmn 

a all 1-800-255-3700 

(US. and Grack) 
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Warranty & Servic Information 


You may need only simple instructions to correct a problemwith your product. Try our web site at 
www.nintendo.comor all our Consurrer Assistance Hotline at 1-800-255-3700, rather than going 
to your retailer. Hours of operation are 6 am to 7 pam, Padfic Tirre, Monday - Sunday (tines subject to 


charge). 

If the prddem camat be sdved with the troudeshooting irforrration availadle avline or over the tdeghone you 
will 

be cffered express fadtry servie through Nintencb or referred to the nearest NNTENDO AUTHORIZED REPAR 
CENTER. Please co not send any products to Nintendo without contading us first 


HARDWARE WARRANTY 

Nintendo of Arreria Inc ("Nintenco’) warrants to the criginal purchaser that the hardware product shall be free 
fram cefects in material and workrranship for twelve (12) months from the date of purchase. If a defect 
covered by this warranty occurs during this warranty period Nintendo ar a NNIENDO AUTHORIZED REPAR 
CNR, will repair the defective hardaare product or conponent, free of charge The aiignal purchaser is 
entitled to this warranty only if 

the chte of purchase is registered at point of sale ar the ansurer @n ceronstrate to Nintendd's satisfaction 
that the product was purchased within the last 12 months. 


GAME & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (ganres and acessories) shall be free from defects 
in material and workrrarship for a period of three (3) rronths from the date of purdwse If a defect covered 
by this warranty ocurs curing this three (3) month warranty period Nintendo ar a NINTENDO AUTHORIZED 
REPAR CENTER 

will repair the defective produ, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at wawnintenca.com or all the Consurrer Assistance Hotline at 1-800-255-3700 for 
trouleshodiing irforrration and/or referral to the nearest NNTENDO AUTHORIZED REPAR CENTER. In sare 
instances, it may be necessary for you to ship the corplete produc, FRAGHT PREPAID AND INSURED FOR LOSS 
QR DAVEE to the rearest serie location Please do not send any products to Nintendo without contading us 
first. 


WARRANTY LIMITATIONS 

THS WARRANTY SHALL NOT APPLY IF THS PRODUCT: (a) IS USED WTH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INGZUDING BUT NOT LIMTED TQ NONLICENSED GAVE ENHANCEVENT AND COPIER DEMCES, 
ADAPTERS, AND POWER SUPPLIES); (1) IS USED FOR COMVERGAL PURPOSES (INCLUDING RENTAL); (9 IS 
MMODIFED OR TAVPERED WTH (d) IS DAVAGED BY NEGIGENCE, ACOIDENT, UNREASONABLE USE, CR BY OTHER 
CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKIVANSHP, OR (e€) HAS HAD THE SERIAL NUIVBER ALTERED, 
DEFACED OR RAVOVED 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FATNESS FOR 
A PARTICULAR PURPOSE, ARE HEREBY LIMTED IN DURATION TO THE WARRANTY PERICDS DESCRIBED ABOVE (12 
MONTHS CR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR 

INQDENTAL DAVAGES RESULTING FROVITHE BREACH OF ANY IIVPLIED OR EXPRESS WARRANTIES. SOIVE STATES 
DO NOT ALLOW LIMTATIONS ON HOW LONG AN IIVPLIED WARRANTY LASTS CR EXCLUSION OF CONSEQUENTIAL 
QR INODENTAL DAVEGES, SO THE ABOVE LIMTATIONS MAY NOT APPLY TO YOU. 


This warranty gives you spadfic legal rights. You may also have ather rights which vary from state to state ar 
provine 
to pone. 


Nintendd s actress is. Nintendo of Arreria Inc, P.Q Bax 957, Redmond WA 98073-0957 USA 


OFFICIAL 
NINTENDO POWER 
PLAYER'S GUIDE 


AVAILABLE AT YOUR NEAREST RETAILER! 
WWW.NINTENDO.COM 


NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


NINTENDO CUSTOMER SERVICE 
WWW.NINTENDO.COM 


or call 1-800-255-3700 
MON. - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 
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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


akON 


Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 
Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 


Loss of awareness 
Disorientation 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 


Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play. 

Take a 10 to 15 minute break every hour, even if you don't think you need it. 

If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

If you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 


AWWARNING - Electric Shock 


To avoid electric shock when you use this system: 


Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

e Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

* Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AXCAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 

L But RB 
correct neutral position, then hold down the uitton utton 


X, Y and START/PAUSE Buttons GB & 


simultaneously for 3 seconds. 


Stick C Stick 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 


look for this seal when buying video 

game systems, accessories, games 

and related products. 

Nintende does not license the sale or use of products without the Official Nintendo Seal. 


CON - cN - s 


SHOW TO START 
STHE STORY MODE 


THIS GAME SUPPORTS THIS GAME IS COMPATIBLE 
SIMULTANEOUS GAME PLAY WITH THE GAME BOY 
WITH ONE, TWO, OR FOUR ADVANCE PORTABLE VIDEO 
PLAYERS AND 7 GAME SYSTEM. 
CONTROLLERS. 
THIS GAME REQUIRES A THIS GAME 1S COMPATIBLE 
MEMORY CARD FOR SAVING WITH PROGRESSIVE SCAN 
GAME PROGRESS, SETTINGS MODE TVs. 

ime OR STATISTICS. 


Cord 


NEED HELP PLAYING A GAME? 

Nintendo's game pages, at www.nintendo.com/games, feature walkthroughs, 
frequently- -asked questions, and codes for many of our games. If your answer 
isn't there, check out our forums where you can exchange tips with other 
gamers online. 


For more information about our forums, visit www.nintendo.com/community. 


If you don't have access to the web-site, recorded tips for many titles are available 
on Nintendo's Power Line at (425) 885-7529. This may be a long-distance call, so 


please ask permission from whoever pays the phone bill. 


EVERYONE 


The Pokémon Company 


© 2004 Pokémon. © 1995-2004 Nintendo/Creatures inc /GAME FREAK inc. 
Developed by Genius Sonority Inc. TM, ®, the Nintendo GameCube logo and 
Pokémon character names are trademarks of Nintendo, © 2004 Nintendo. 

All rights reserved. 
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The Berry Program on your Game Boy Advance Pokémon Ruby or Sapphire 
Game Pak will be automatically updated when you connect your Game Boy Advance (SP) 
system to Controller Socket 2. This will only happen the first time you connect. To connect 
your Game Boy Advance (SP) system, use the Nintendo GameCube Game Boy Advance 
cable and follow the instructions that appear on the screen (each sold separately). 
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S BASIC CONTROLS oS 


Cancel a command 


confirmed with the A Button 


Insert the Memory Card into Slot A. Insert the 
Pokémon Colosseum Game Disc into the 
Nintendo GameCube, close the Disc Cover, and 
then turn the power on. Once the fitle screen is 
displayed, press START/PAUSE on your Controller. 
The main menu will then be displayed. 


Ss STARTING THE GAME S 


© Playing for the first time 
If you are playing this game for the first time, 
you'll be asked whether or not you would like 
to create a Pokémon Colosseum file on the 
Memory Card in Slot A. Please select "YES." 


You will be unable to save the progress of the game if there is not a Pokémon 
Colosseum file. Once the Pokémon Colosseum file is created, the main menu will be 
displayed. 


*To save the progress of the game, it will require on your 
Memory Card. 


© Select the Mode 
Please select the mode you want to play: Story 
Mode (see page 08) or Battle Mode (see page 24). 


© Tosave the progress of the game, you'llneed = = = 
on your Memory Card. 


You can't continue the game unless you have Pokémon Colosseum 
saved data on the Memory Card. 


© For information on deleting or formatting the save file on the Memory 
Card, please refer to the Nintendo GameCube Instruction Booklet. 


In Story Mode, you can only save one save file on one Memory Card. 
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wy OPTIONS 


Selecting "OPTIONS' will allow you to change the game's settings. 


© Sound 
You can choose either "MONO" or "STEREO." 


© Rumble 
You can choose fo turn the rumble feature "ON" 
or "OFF." 
*There is no Rumble feature in Battle Mode. 


= CTHE! C97 Co) RY MODES In Story Mode, you are the hero. Explore the Orre Region and battle 
= with other trainers. Sit back and enjoy the all-new story in this RPG! a . 


Pariner, 
She helps the hero with her ability to see 
Shadow Pokémon. 


© NEW GAME 
When you select "NEW GAME" in the 
Story Mode, it will take you to the 
naming screen. You can choose one of 

_ the names already prepared, or you can 

come up with your own. (*Once you 
have chosen a name, you will not be 
able to change it.) 


© CONTINUE 
You'll start the game from where you last saved. 


Hero) 
The hero who has the ability to 
Snag Pokémon. 


THUMB REON 


The hero's two starting Pokémon. 
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© Stick : + Control Pad 


Move character / Select a command 


009 


X Button : Y Button : START /PAUSE 
Brings up the menu screen 


A Button 


Confirm selection / Talk / Check 


B Button 


Cancel command / Back to the previous screen 


= PROCEEDING IN THE GAME | 


First, let's check the field by walking around. By pressing the A Button, you can falk to a 
person or check out an item or area in front of you. There are various structures and 
facilities to help you and make your journey easier. 


@: If you're still traveling. you should 
stock up on supplic at the shop there 


When the hero reaches the edge of the field, the 
screen will change into the map screen. Here you 
can select your destination. The places you can visit 
will increase as the story progresses. 
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A : 


Pressing the X Button, Y Button, or 
START/PAUSE on the field will open the menu. 
Select what you would like to check and press 
the A Button. 


You can coordinate your party Pokémon here. 


> SUMMARY ‘a 
You can check summaries of your Pokémon. Also, S2Lammmma a = 
you can check explanations of their moves and bers 
change the order of their moves. — 
SWITCH 
You can change the order of your Pokémon. 

> ITEMS 
You can give your Pokémon an item to hold, or take 
an item from it. 
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{ PxDA ) 
The P*DA is a device the hero carries around. 
P*DA is the abbreviation for "Pokémon Digital 
Assistant." You can check information on Pokémon 
and can also receive e-mail with it. 


When the P * DA is opened, the hero's information will be displayed in the lower right 
of the screen. 


rN 


DP rr IN 7 CAME / 
PROGEEDING IN THE GAME / 


The currency in the Orre Region is 2 (Poké Dollars). 


x 


Move the Control Stick or + Control Pad to the right 
and left to select the category and up and down to 
select the item. The selected item can then be used or 
given to a Pokémon to hold. 


_ IDNo. 12950 


£11,010 
—— 0 pts 


Snag List 
You can see currently Snagged Shadow Pokémon and how their Purify (see page 18) 
is progressing. 
@ Snagged - Shadow Pokémon (before being Purified). 
@ Snagged - Normal Pokémon (after being Purified). 
No Icon - Shadow Pokémon which are not Snagged yet. 


S Strategy Memo 


You can check information on Pokémon that you have met. 
(This option is not displayed at the beginning.) 


© (Hero)'s e-mail 


You can read e-mail you've received. There might be useful information in them to 
help you on your adventures. You can change the order of the e-mail, and also the 
“Alert Tone" for when you get an e-mail. 
Cancel 

Close the PDA. 


ITEMS y 


“ 
Cor 


Close the menu. 


{ SAVING THE GAME AND PCs | 


There are many functions fo the PC, such as saving the 
game's progress, storing Pokémon, storing items, and 
more. PCs are mainly located in Pokémon Centers. 


POKEMON STORAGE 
You can store up to 90 Pokémon in the PC's Box. 


You can store items here that you don't have room to carry with you. 


When you want to save your progress, select "Save" on a PC. To restart the game 
from where you last saved it, select "CONTINUE" on the main menu. 

*You can't save the game if a different Memory Card than the one used before is 
inserted. 


Shuts down the PC. 
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= BATTLES 


You will battle against Pokémon trainers you meet. The battle system is that each trainer 
uses two Pokémon (DOUBLE BATTLE). Once the battle is started, the two Pokémon on the 
left side of your Pokémon screen will enter into the battle. If you win, all of your 
Pokémon that participated and survived earn EXP. Points. 

In most situations, if all Pokémon "faint," you will lose and you will have to start the 
game over from the last place you saved. Not only that, you'll lose half of your money. 


S FIGHT 
You can fight using your Pokémon's moves. 

© PKMN 
You can switch Pokémon or look at a Pokémon's 
summary. 

S ITEMS 
You can use items for various things. You can restore a Pokémon's 
HP or Snag (see page 18) a Pokémon using a Poké Ball. 

© CALL 
You can make a Pokémon "come to" when it is in "HYPER MODE" 
(see page 22) or awaken a Pokémon from sleep. 


\' BATTLE SCREEN ) 


Current HP / Maximum HP Pokémon's Level 


Opponent's Pokémon 


Your Pokémon 


Your Pokémon's Move(s) Current PP / Maximum PP 
© HP (Hit Points) 


This is the vitality of a Pokémon. If the Pokémon is damaged and the remaining HP 
reaches 0, it will "faint" and can no longer battle. 

SPP (Power Points) 
This is the number of times a particular move can be used. When PP reaches 0, the 
Pokémon can't use that move anymore. 

© Pokémon Gender 
¢ symbol is male, and ¢ symbol is female. There are also some Pokémon of 
unknown gender. 


When HP or PP is reduced during a battle, if your Pokémon has fainted, 
or if itis affected by an abnormal status, you can use your items to help 
it recover. Additionally, by visiting a Pokémon Center, Hotel, or a 


Pokémon Restoring Machine, you will be able to recover your Pokémon. 
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ABNORMAL STATUS & POKeMON RECOVERY ) 


When an enemy has attacked your Pokémon, there might he a chance that your 
Pokémon's "status" will be affected. Bad statuses can be cured by using certain items. 
Also, by visiting a Pokémon Center, Hotel, or Pokémon Restoring Machine, you will be 
able to recover your Pokémon completely. 


Gradually decreases HP during battle. If the Poison isn't cured, the Pokémon’s HP will 
continue to decrease after the battle when walking around the field. 
Paralyze Numbs the Pokémon’s body and makes it difficult for it to use its moves. 
Its Speed decreases as well. 
The Pokémon is asleep and can't fight. It will wake up later. 


Freezes a Pokémon so that it can't fight. A frozen Pokémon might thaw eventually. 
Gradually decreases a Pokémon's HP during battle. Its Attack goes down as well. 


If a Confused Pokémon uses a move during battle, there is a chance it may attack itself. 
Once the Pokémon goes back to its Poké Ball, it will be cured. 


When a Pokémon's HP reaches 0, it can no longer battle. 


Pokémon Recovery 
Machine 


Pokemon Center 


| se 


This place will completely cure 
your Pokémon free of charge. 


You can restore your Pokémon 
by pressing the A Button in 
front of this machine. 
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= _ SNAGGING AND PURIFYING 


There are Pokémon who have been changed by an evil organization, and their hearts 
are shut. One of the main objectives of this game is to rescue these "Shadow Pokémon" 
by Snagging them. 


(( WHAT IS SNAGGING? 


Usually, you can't catch opponent's Pokémon. However, 
only you can Snag a Pokémon during battle. Once the 
battle has started, identify the Shadow Pokémon and 
throw a Poké Ball to Snag if. To make Snagging easier, 
weaken the Pokémon by attacking it until its HP is low. It 
will also be easier to catch the Pokémon if you put it to 
Sleep, Poison it, and so on. 

If you were unable to Snag a Shadow Pokémon during a battle, don't worry, the 
Shadow Pokémon can be encountered again during your adventures. 


\ DISTINGUISHING SHADOW POKeMON ) 


You (the hero) can't tell whether a Pokémon is a Shadow 
Pokémon or not. However, during your adventure, you'll 
meet a partner who has a special ability to distinguish 
Shadow Pokémon from normal Pokémon. 
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(PURIFY AND PURIFY COMPLETED ) 


When a Shadow Pokémon is Snagged, it is still a Shadow Pokémon. 
To open the closed door to its heart little by little is called "Purifying," and once 
the heart is fully opened, the “Purification” is complete. 


S TO PURIFY A POKéMON 


© Put it in your party and walk around with it. 

© Make it battle. 

© "CALL" the Pokémon during a battle when it is in 
HYPER MODE and make it "come to.” 

© Leave it in the Day Care. r 

© Use the "SCENT" items in the "COLOGNE CASE." = = 
By repeating the above methods the Pokémon will begin to become Purified. The 
Purifying process differs based on each Pokémon's nature. 


S g TO COMPLETE PURIFYING 


As the Purifying process progresses and the "Heart Gauge" becomes completely 
white, you will need fo go to the "RELIC STONE" in Agate Village. 


It seems as if there are other ways to purify Pokémon instantly...!? 


a 


Shadow Pokémon are being used for wrongful acts because an evil organization has 
found a way to shut the door to their hearts. There are a few characteristics that differ 
from normal Pokémon to Snagged Shadow Pokémon. 


9F SHADOW POKEMON 
Shows the progress of Purifying. 


As the Purifying progresses, the condition of 
the heart changes. 


When Purifying has progressed to a certain stage, 
you can find out the Pokémon’s nature. 


When Purifying has progressed, moves other 
than "SHADOW RUSH" will be revealed and 
can be used. 


— = 
SHADOW POKEMON E> 


At first, Shadow Pokémon can only use a move 
called "SHADOW RUSH." This move will not only 
damage opponents, but the attacking Pokémon as 
well. When Purifying has progressed, the Pokémon 
will be able to learn other moves. Also, when 
Purifying has been completed, "SHADOW RUSH" 
will be forgotten. 


Shadow Pokémon that have just been Snagged can't gain any EXP. Points. Once a 
Shadow Pokémon's Purification has progressed to a certain stage, then that Shadow 
Pokémon can earn EXP. Points. 

When the Shadow Pokémon is Purified completely, all of the EXP. Points that it earned 
previously will be gained all at once. 


The following things can't be done until a Shadow Pokémon's Purification is complete. 

© Use an item that would make the Pokémon evolve 
or level up. 

© Change the order of the Pokémon’s moves. 

© Delete the Pokémon's moves. 

© Change the Pokémon’s nickname. 

© Exchange the Pokémon with Pokémon Ruby or 
Sapphire (see page 23). 

© Participate in Battle Mode (see page 24). 

© Enter in battles at PHENAC STADIUM. 
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(SHADOW POKéMON'S HYPER MODE )) 


When "SHADOW RUSH" is selected during a Shadow oe f f 
Pokémon's battle, the Shadow Pokémon may go Once you clear the Story Mode, you can trade 


into "HYPER MODE," which cloaks its body with a red Pokémon with Game Boy Advance Pokémon Ruby 
aura. HYPER MODE will continue even after the or Sapphire. i wn be done in the basement of the 
battle is over. Also, the panel that indicates the PHENAC CITY Pokémon Center. 

Pokémon's name will change. 


“* SHADOW POKéMON IN HYPER MODE... 


07 For linking up, please follow the instructions on the screen (see "CONNECTING THE 

© Have a higher crifical-hit ratio when using "SHADOW RUSH" on their opponent. NINTENDO GAMECUBE GAME BOY ADVANCE CABLE" an page 47} 

° my be bs i i The i a eae enh h ate : When the following conditions are not met, there will be an error. Please follow the 

a instructions in "TROUBLESHOOTING CONNECTION ERRORS WITH THE GAME BOY 
and status abnormality items such as Potions and Antidotes. A Pokémon Center, 


ADVANCE (SP) SYSTEM" on page 50 for details and save the game once again. 
CONDITIONS 


© You need to have the Pokédex. 
© You need to have the game saved at a Pokémon Center. 


Hotel, or Pokémon Recovery Machine can restore the HP and status abnormalities, 
but HYPER MODE can't be recovered. 


#4 HOW TO RECOVER FROM HYPER MODE 
e "CALL" during a battle. 


~~ 1 
© Use a "SCENT" item from the "COLOGNE CASE." ee eee ire ST CR TBE eee ee 
® Leave it in the Day Care. e Shadow Pokémon. They can't be traded unless they are purfied completely 
*On rare occasions, the Pokémon will recover on ifs own. (see page 19). 
© Pokémon holding "MAIL" or an "ENIGMA BERRY." 
© Pokémon Eggs. 
a y—_—,  —____—, Gs 2 


(age MODE, 22 Eee ey seat "BATTLE MODE’ can be played with either two or four people. 


Pokémon in full 3-D with your friends. 


If'youlwant}toyuse\your own Pokemon for ajbattle, 
please|select; COLOSSEUM BANTIES You canjuse\the 
Pokemon from)your Game Boy/Advance Pokemon 
Ruby or Sapphire Game Paks’ and from|the 
Pokémon you;ve\caught\in|the Story, Mode. 

There is}:SOLO) BATTLE: to battle\alone; and “GANG; 
BATTUE® to play, with either, two or four friends. 


B) To \use your Pokémon from the Game Boy/ Advance 
Pokémon Ruby or Sapphire Game)Pak; you willineed| 
a) Game|Boy/Advance\(SP) systemjand\a Nintendo 
GameCube |Game Boy Advance cable (eachjsold 
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35 © COLOSSEUM BATTLE Page 26 
: . SOLO BATTLE Page 26 
. GANG BATTLE Page 35 
If youwantitolbatileyimmediately, select BAImUE ; © BATILE NOW Page46 
NOWSTRe)PSKemonillberandomlycelecedand = 

you will battle against/a computer opponent. N 3 y, 

*In "BATTLE MODE," you will not receive any EXP. Points or Poké Dollars. ~ a 4 a 


w 


=" HOWTO PLAY A COLOSSEUM BATTLE 


In "COLOSSEUM BATTLE," you can use your own Pokémon. There are "SOLO BATTLE" 
and "GANG BATTLE" to choose from. 


SOLO BATTLE J 


In "SOLO BATTLE" there are "COLOSSEUM BATTLE" and "MT. BATTLE VS 100" to choose 
from. You will need fo go to "REGISTER POK&MON" (see page 28) the first time you play. 


S COLOSSEUM BATTLE 
In "COLOSSEUM BATTLE" your goal is to clear eight 
trainers in a row (in some Colosseums). The trainers’ 
strengths differ (see page 30). 


S MT. BATTLE VS 100 
Your goal is to defeat 100 trainers in a row 
(see page 31). 


© CONTINUE 


You can restart a "COLOSSEUM BATTLE" or "MT. BATTLE VS 100" that you've suspended. 


© REGISTER POKEMON 
In order to play "SOLO BATTLE," you need fo go to "REGISTER POKEMON’ first 
(see page 28). 


S POKé COUPON EXCHANGE 
You can exchange POKé COUPONS you've earned in battles for prizes (see page 51). 
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BATTLE SCREEN 


Opponent's Pokémon 


Current HP / Maximum HP 


ESPEON 


CONFUSION RETURN 
REFLECT HELPING HAND 


Pes 25/ 26 
MOME TYPE 2 /PSyers 


© FIGHT 
You can fight using your Pokémon's moves. 


© PKMN 
You can switch Pokémon or look at a 
Pokémon's summary. 


*You can't run from a battle. 
©GIVEIN 
You lose the battle. 


For more on the battle screen or abnormal statuses, 
please refer to pages 15 through 17. 
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‘STARTING A "SOLO BATTLE" ) 


REGISTERING POKEMON 


When you select "REGISTER Pokémon," the picture on 
the right will be displayed. You will need fo register the 
six Pokémon from your party in either the Pokémon 
Colosseum Story Mode, or Game Boy Advance Pokémon 
Ruby or Sapphire. 

If registered data already exists, you'll need to confirm 
whether or not you want fo create a new registration. 

If you select "YES" to register, the new data will overwrite the old registered data and 
it will be deleted. If you have suspended data (see page 34), this data will be deleted 
as well. 

*You can only register one set of Pokémon at a time. 


REGISTER POKEMON FROM 


S 7, POKEMON COLOSSEUM GAME 


When selecting "COLOSSEUM Pokémon," the six Pokémon in your party in Story Mode 
will be registered. If the conditions listed below are not met, you will not be able to 
register. If you can't register, you'll need fo press either the RESET Button or the 

B Button to go back and then select "CONTINUE" Story Mode. Please make sure you 
meet the conditions in the Story Mode, save, and then restart the registration. 


CONDITIONS 


© There are no Shadow Pokémon in your party. 

© You must have six Pokémon in your party (you can't register less than six). 

© No two Pokémon of the same kind can be in your party (you can't register the 
same kind of Pokémon). 
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REGISTER POKEMON FROM YOUR 
4% GAME BOY ADVANCE POKEMON GAME 
_— ——>E>>>>E>————E—————————— 


When "GBA POKEMON" is selected, the connection 
screen will be displayed. Follow the instructions on the 
screen and connect the Game Boy Advance (SP) system 
(see "CONNECTING THE NINTENDO GAMECUBE GAME 
BOY ADVANCE CABLE" on page 47). 


If the following conditions are not met, it will cause an 
error. In that case, please refer to "TROUBLESHOOTING CONNECTION ERRORS WITH 
THE GAME BOY ADVANCE (SP) SYSTEM" on page 50 for instructions and try again. 


CONDITIONS 
e You need to have the Pokédex. 


© You need to have the game saved at a Pokémon Center. 
© You must have six Pokémon in your party (you can't register less than six). 


© No two Pokémon of the same kind can be in your party (you can't register 
the same kind of Pokemon). 

© You can't have any Eggs in your party. 

© Party Pokémon can't be holding "MAIL" or an "ENIGMA BERRY." 


*Once the registration is complete, you can turn off your Game Boy Advance (SP) 
system. We recommend you turn off the power of your Game Boy Advance (SP) 

system when you are playing Pokémon Colosseum. To turn the power of the Game 
Boy Advance (SP) system off, please follow the instructions on the screen. 
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th of the opponents differs sd on the 
Colosseum. 
*You need to "REGISTER POKEMON" (see page 28) first. 


2 3 SELECT COLOSSEUM 


Please check the messages on the window and use them 
as a reference to select the Colosseum. 
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@% SELECT SINGLE BATTLE OR DOUBLE BATTLE 


After selecting the Colosseum, please select either "SINGLE BATTLE" 
(one Pokemon each) or "DOUBLE BATTLE" (two Pokémon each). 


#% TO BATTLE IN THE "22???" COLOSSEUM 


STADIUM (Easy), PYRITE COLOSSEUM (Normal), and THE UNDER COLOSSEUM (Hard), 
in both "SINGLE BATTLE" and "DOUBLE BATTLE." 


If you defeat ss trainers i in the TOWER COLOSSEUM (Hard) in both "SINGLE BATTLE" 


*You can't battle with registered Pokémon that are level 51 or higher if the level 
restriction is up to level 50. 


MT. BATTLE VS 100 


Please select either "SINGLE BATTLE" or "DOUBLE 
BATTLE." Your goal is to defeat 100 trainers in a row. 


“The opponent trainer's Pokemon’s levels are the 
same as the registered Pokemon's (see 
"REGISTERING POKeMON" on page 28) max level. 
However, even when your max level is 50 or less, the 
opponent's Pokemon’s levels are all 50. 


HOW TO PLAY "SOLO BATTLE" 


When you select either "COLOSSEUM BATTLE" or "MT. BATTLE VS 100," then "SINGLE 
BATTLE" or "DOUBLE BATTLE," the game will start. 
Both "COLOSSEUM BATTLE" and "MT. BATTLE VS 100" basically play the same. 


SELECT PARTICIPATING POKEMON 


Select either "SINGLE BATTLE" or "DOUBLE BATTLE." 
After confirming the selection of the participating 
Pokémon, the screen will lead you to select the 
Pokémon which will battle. 


The Pokémon shown on the screen will be assigned 
to Controller Buttons. Please use these Buttons to 
select the Pokémon you want to enter: three 
Pokémon for a “SINGLE BATTLE" and four Pokémon 
for a "DOUBLE BATTLE." 


*If you want to change a Pokémon selection after you've selected it, press the L 
Button. Press the assigned Pokémon Button and hold down the R Button to display 
detailed information about the moves that Pokémon has. 


You need to re-select Pokémon every fime you participate in a battle. Your Pokémon 


will be fully restored each time you defeat an opponent trainer. 
The items you used will be replenished as well. 
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If all of your participating Pokémon have "fainted," you 
lose and the game is over. Also, if you defeat eight 
trainers in a row in "COLOSSEUM BATTLE," and 100 
trainers in a row in "MT. BATTLE VS 100," that mission is 
accomplished. To suspend playing in "MT. BATTLE VS 
100", talk to the person in the BREAK ROOM and select 
"SUSPEND," select "SUSPEND" after a battle is over, or 
outside a fight choose "HALT" to stop playing "MT. 
BATTLE VS 100." 


If you win against an opponent trainer without any 
of your Pokémon “fainting,” it is a "Perfect Win." 
Each "Perfect Win" will grant you an extra 
"CONTINUE' that you can use to rechallenge a trainer 
you have just lost to. 
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POKe COUPONS 


If you defeat eight trainers in "COLOSSEUM BATTLE,” or after defeating every ten 
trainers in a row in the "MT. BATTLE VS 100," you'll receive POKé COUPONS (see 
page 51) as a reward. 


After beating each trainer, the message "CONTINUE BATTLE?" will be displayed. If you 
select "SUSPEND," you can save your progress. To continue your saved game, select 
"CONTINUE from the "BATTLE MODE" front end and you can start the game from where 
you last saved. Once you restart the game, the suspended data will be deleted. 


*You can pause the game by pressing the X Button, Y Button, or START/PAUSE to 
suspend in "MT. BATTLE VS 100." 


*You can only have ONE suspended data from "COLOSSEUM BATTLE" or "MT. BATTLE VS 
100." For example, if you suspend the data of a "COLOSSEUM BATTLE" and then try to 
suspend while in the "MT. BATTLE VS 100," the suspended data of the "COLOSSEUM 
BATTLE" will be overwritten and can't be played. Please be careful. 
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= GANG BATTLE 


A 


In "GANG BATTLE," you can enjoy a two- or four-player 
game by connecting your Nintendo GameCube and 
Game Boy Advance (SP) systems. 


| TRAINERS WHO CAN ENTER ) 


The character you will be is the hero of the "POKé¢MON COLOSSEUM STORY MODE" 
("Story Mode Player" for short) and the hero or heroine from "POK@MON RUBY or 
SAPPHIRE" ("Ruby/Sapphire Player" for short). The following are the combinations 
of the characters. 


Axes A Oxo: 
Ws t Ws t 
A Story Mode Player Ruby/Sapphire Player 


In “Battle with 2" you can select either a "SINGLE BATTLE" or a "DOUBLE BATTLE." 
In “Battle with 4" you can only play a "MULTI BATTLE" (4 players will be divided into 
two teams and then battle). 
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2 The Game Boy Advance connection messages will 


1) Please select a combination. This selection will 
be handled by Player 1. 
*You'll need the number of Game Boy Advance 
(SP) systems and Nintendo GameCube Game 
Boy Advance cables displayed on the screen in 
order to battle. 


|<) Ifyou choose "Battle with 2," please select 
either "SINGLE BATTLE" or "DOUBLE BATTLE." 


4) Edit the battle rules (see "EDIT RULES" on 
page 44). 


15) The number of players and the rules 


~ confirmation screen will be displayed. If 
everything is okay, select "Ves." 


*Steps fe through rs) will be handled by Player l | 
on the Nintendo GameCube Controller. 


re 


be displayed. Please follow the instructions, 
connect, and then turn on the power of the Game 
Boy Advance (SP) systems (see "CONNECTING THE 
NINTENDO GAMECUBE GAME BOY ADVANCE CABLE" 
on page 47). 


If you don't meet the following conditions, a connection error will occur. 


When an error occurs, please press either the RESET Button or the B Button to go back 
and then select "CONTINUE." 

Please make sure you meet the conditions below, save the game, and then restart 
"GANG BATTLE." 

“If there are Game Boy Advance (SP) systems connected to Controller Sockets 2 through 
4, please turn the systems off and press the RESET Button or the B Button to go back. 


CONDITIONS 


© You must have six Pokémon in your party (except for the "Anything Goes" rule). 


© You can't have any Shadow Pokémon in your party. 
© All Pokémon must meet the rules. 


When an error occurs, please follow the instructions in the "TROUBLESHOOTING 
CONNECTION ERRORS WITH THE GAME BOY ADVANCE (SP) SYSTEM" section on page 50 
and then re-save the game. 


CONDITIONS 


You need to have the Pokédex. 

You need to have the game saved at a Pokémon Center. 

You must have six Pokémon in your party (except for the "Anything Goes" rule). 
You can't have any Eggs in your party. 

© Party Pokémon can't be holding "MAIL" or an "ENIGMA BERRY." 

All Pokémon must meet the rules 
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BATTLE COMMAND 


After confirming each player's saved data, the . 


confirmation screen will be displayed. If 


everything is okay, each player should select © FIGHT 
"Okay" to proceed. Once all of the players You can fight using your Pokémon's moves. 
have selected "Okay," Player 1 needs to press S PKMN 
START to proceed. You can switch Pokémon or look at a Pokémon’s summary. 
&S GIVE IN 
8 | In "Play with 4," after confirming each You lose the battle. 
peiyer > sven ania, sed te fem NINTENDO GAMECUBE SCREEN GAME BOY ADVANCE SCREEN 


combination. 


POKeMon BATTLE! 


u36  BLAZIKEN 
4/104 
What will GIVEIN 
BLAZIKEN do? POKEMON 


Each player then chooses the Pokémon from 
their party to enter in the battle. Three 
Pokémon for a "SINGLE BATTLE" and four 
Pokémon for a "DOUBLE BATTLE." 


GAME BOY ADVANCE 


“In Edit Rules (see page 44), if the "Anything Goes” 
rule is selected, there will be no restriction to the 
number of participating Pokémon. 


CONTROLS 


The Controller's Buttons will be assigned to each 
Pokémon that is displayed. Press the Button to select |{ 
the Pokémon you want to enter. 


*If you want to change the selection of a Pokémon, press the L Button. Holding down RUBY/SAPPHIRE PLAYER CONTROLS 


the R Button and then pressing a Button that a Pokémon is assigned to will let you 
contirm the moves that Pokémon has. 


During a "GANG BATTLE," the Pokémon's moves are hidden to the other players. 


Players who participate using the 
Ruby/Sapphire Player will not see the battle 
menu on the TV screen, but on the Game Boy 
Advance screen instead. 

Just check the screen; it controls the same as Please select 4P 
"Pokémon Ruby or Sapphire." GAME BOY ADVANCE 


The players who use the Ruby/Sapphire Players will select their participating Pokémon 
on their Game Boy Advance (SP) system's screens. After the Pokémon have been 
selected, select "OK" and press the A Button. When all the players have selected their 
Pokémon, the battle will start. 
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HOW TO CONTROL THE STORY MODE PLAYER | > 


There will be no menu displayed on the TV screen for the player who participates as a 
Story Mode Player. 

The battle menu and moves are assigned to the Controller's Buttons, so choose by 
using the assigned Button. 


@ SELECT A COMMAND 


FIGHT @ _ AButton 


PKMN QB Button 


GIVEIN  "C START/PAUSE 


@* WHEN "FIGHT" IS SELECTED 


First Move @) CStick fF 
Second Move @) C Stick —> 
Third Move (©) CStick J 
Fourth Move @) C Stick < 


Moves are assigned to the C Stick is in a clockwise manner. 

Press the R Button to see the assigned moves. Also, you can press the Control Stick or 
the + Control Pad in the specific directions while holding the R Button to get 
descriptions of the moves. 


@* SELECT THE OPPONENT 


Once you select a move, you need to select the 
opponent next. On the TV screen, each 
Pokémon will be displayed and assigned a 
direction on the + Control Pad. Select which 
Pokémon fo use the move on. 


The direction a Pokémon is assigned on the + Control Pad 
will be shown on the icon next to that Pokémon. 


© In case you're using a Game Boy Advance (SP) as a Controller. 


TV Screen Game Boy Advance Screen 


POKeMOn BATTLE! 


PESPEONS 
IP-UMBREONS 2P-AGGRONS 


GAME BOY ADVANCE. 


Pokémon names will be displayed 
the same as on the TV screen. 


There are some moves such as "SURF" "SELF REVIVE," and so on which don't need to 
have an opponent selected. When you participate with the Story Mode Player, press 
either up, right, or left on the + Control Pad. By doing this, other players won't know 
which move you have selected. 

If you are in a "SINGLE BATTLE," you will not need to select an opponent. 


SS —_ 


@ SELECTING "POKEMON" 


Once a Pokémon is selected, you can select a Pokémon 
to switch with it. The order of the Pokémon are 
assigned by selection ©) on page 38. 

In "DOUBLE BATTLE" (when using the Story Mode 
Player), after you have selected the Pokémon to 
switch, the same screen for using a move will be 
displayed. Press either up, right, or left on the + Control Pad. By doing this, ae 
players won't know which move you have selected. 


) t C Stick # 
OQ- C Stick > 
G) 4 C Stick J 
Oc C Stick 
Qe Y Button 
® X Button 


If you don't know the Pokémon, hold down the R Button to confirm. Also, the 
following controls allow you to check the explanation of a Pokémon's move. 


R Button + Control Stick 
R Button + Control Stick > 
R Button + Control Stick J 
R Button + Control Stick 
R Button + Control Stick © 


R Button + Control Stick 7 
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A END OF A GANG BATTLE 


When a "GANG BATTLE" battle is over, the menu below will be displayed. 


© BATTLE AGAIN 
You can battle once again with the same conditions. 


© CHANGE PLAYERS 
Turn the power of the Game Boy Advance (SP) 
system off and reconnect it once again. Please 
follow the instructions on the screen ("CONNECTING 
THE NINTENDO GAMECUBE GAME BOY ADVANCE CABLE" on page 47). 


© EXIT BATTLE 
Quit the game. Please follow the instructions on the screen. 


© CHANGE TEAMS 
You can change the combination of the team for Multi Battles. The combination 
selection screen will be displayed. Please select the combination you would like 
fo use. 


*"CHANGE TEAMS" can only be selected in “Battle with 4." 
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( EDIT RULES ) 


Once you select the number of players and the battle 
style, the menu screen of rules will be displayed. 


Set the cursor on either "Anything Goes,” "Max. Lv 
50," or "Max. Lv 100," and press the R Button to 
check that rule in detail. 


Use the cursor to select "Edit Rule 1" through “Edit 
Rule 3." Press the R Button for detailed changes. 


To edit the rules, use either the +Control Pad or the 
Control Stick to select the category by moving up or 
down and then move right or left to change it. To 
change a number, such as levels, move right or left to select the digit and then up or 
down to change it. When the number setting is done, move the cursor back to the 
left. 


You can open the window under “Allow hold items?," then "Item Restrictions," to 
display the item list. You can set the restricted items by using the A Button. When 
you are done, please select "Okay" and press the A Button. 


You can change the settings of the Time Limit (per Match) and Move Select Time 
Limit by pressing the A Button. To change a number, move right or left to select the 
digit and then up or down to change it, then press the A Button to confirm. 


Once you are done setting all of the rules, please select "Okay" located at the 
bottom, and press the A Button. 


The following are explanations for particular rule settings. 


S"Two or more can sleep?" 
If "No" is selected, a move which tries to make an opponent Pokémon “Sleep” will 
fail if one of their Pokémon is already asleep. However, your own party Pokémon 
can be made to “Sleep” if you choose. 


©"Two plus can freeze?" 
If "No" is selected, a move which tries to "Freeze" an opponent Pokémon will fail if 
one of their Pokémon are already frozen. 


©"All faint from SELFDESTRUCT or EXPLOSION and user loses?" 
If "No" is selected, a trainer who uses "SELFDESTRUCT" or "EXPLOSION" and makes 
all the Pokémon "faint" will not lose the battle. In this case, it will be a draw. 


©"Can last POKEMON use PERISH SONG or DESTINY BOND?" 
If "No" is selected, the last Pokémon can't use "PERISH SONG" or "DESTINY BOND." 


If the only remaining Pokémon tries to use these moves, it will fail. 


© Time Limit (Battle time limitation per Match) 


When the “Time Limit" runs out, the trainer with the fewest "fainted" Pokémon wins. 


If the number of remaining Pokémon are the same, the highest sum of HP will win, 
and if they are equal, it will be draw. 


© Move Select Time Limit (Time limitation for making commands) 
When the "Move Select Time Limit" runs out, the first move will be selected 
automatically. If there are two targeted Pokémon, the target of the attack will be 
randomly selected. 
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CONNECTING|THE|NINTENDOJGAMECUBE 


"BATTLE NOW" lets you enjoy using randomly 
prepared Pokémon in a battle with the computer 
right away. "BATTLE NOW" is one player only, so 
two or more players can't play. 


The following is an explanation of the connection of a Game Boy Advance (SP) system 
and Nintendo GameCube using the Nintendo GameCube Game Boy Advance cable. 

Since the connection method will differ based on the game contents and the number of 
players, please confirm with the chart below and prepare the things that you will need. 


WHEN THERE ARE 1 TO 3 GAME 
@ BOY ADVANCE (SP) SYSTEMS 


em Ww * se 


IARTING BATTLE NO 


© Please insert the Game Pak into the Game Boy Advance (SP) system. 

© Follow the instructions on the screen and connect the Nintendo GameCube and Game 
Boy Advance by using a Nintendo GameCube Game Boy Advance cable. 

© Turn on the power of the Game Boy Advance (SP) system. 


Select "BATTLE NOW" on the top menu screen. 
Then, select "SINGLE BATTLE" (each trainer uses 
one Pokémon at a time in the battle) or "DOUBLE 
BATTLE" (each trainer uses two Pokemon at a time 


in the battle). €0) @Game contents 


© SOLO BATTLE / Register Pokémon (page 32) 
© GANG BATTLE / Battle with 2 (page 35) 

© POKé COUPONS (page 51) 

© Exchange Poké Coupons for prizes (page 52) 
© Trade Pokémon by linking up (page 23) 
@ The items you will need: —_—_—_——— 


Next, select the difficulty level of your opponent 
(the computer). Select from either "Ultimate," 
"Hard," "Normal," or "Easy." 


Six randomly selected Pokémon will be displayed. 
If you select "Yes," the screen will take you to the 


Dak aman <aleetinnsccabil: e Nintendo Game(ubent ee ] 
Nintendo GameCube Controllenesscsecsseesrsse: 1 

Each Pokémon is assigned to a Controller Button. © "Pokémon Colosseum" Game Dis sssssssssssessessses 1 

Please select which Pokémon to enter by pressing © Memory Card that contains a "Pokémon ~~~ 1 

their assigned Buttons. Colosseum" save file 

You need to select three Pokémon for a "SINGLE © Game Boy Advance (SP) system -------=r--eee 1 

BATTLE" and four Pokémon for a "DOUBLE BATTLE." © Pokémon Ruby or Sapphire Game Pak....-.-.--2:--++- 1 


© Nintendo GameCube Game Boy Advance cable --- 1 
*Each sold separately 


& 
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w 
S) Game contents 


© GANG BATTLE / Battle with 2 
Both trainers use a Ruby/Sapphire Player (see page 35) 


@ The items you will need: = T 
© Nintendo GameCube .--..s:----sssssscsssscsssessssssseesesees 1 
1 


Pons 


e Nintendo GameCube Controller ecocctetdrncnnnAdcdsennansss 


© "Pokémon Colosseum" Game Disc ---++--s++<s2+--+-+2+- 1 

© Memory Card that contains a "Pokémon --+-+--++-- 1 
Colosseum’ save file 

e Game Boy Advance (SP) system acooRnbeccenccneneccnonnoaN 2 

© Pokémon Ruby or Sapphire Game Pak -....-..--.-- 2 


© Nintendo GameCube Game Boy Advance cable --.-2 


@Gume contents 


© GANG BATTLE / Battle with 4 
(see page 35) 


@ The items you will need: = 
© Nintendo GameCube ---------s-+-s2+-ssssssecssessseescecseeens 1 
e Nintendo GameCube Controller eno. pannnnoopaaadannnAAEND 1 


© "Pokémon Colosseum" Game Disc «+-+-+--++--:++s:++s0+ 1 

© Memory Card that contains a "Pokémon------------- 1 
Colosseum’ save file 

e Game Boy Advance (SP) system didbeaseisteuriediaainneews 3 

© Pokémon Ruby or Sapphire Game Pak -...--..--.-- 3 


} © Nintendo GameCube Game Boy Advance cable -..- 3 
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WHEN USING FOUR GAME BOY 
© ADVANCE (SP) SYSTEMS 


© Please insert the Game Pak into the Game Boy Advance (SP) system. 

© Follow the instructions on the screen and connect the Nintendo GameCube and Game 
Boy Advance (SP) system using the Nintendo GameCube Game Boy Advance cable. 
Please connect the cable in the order of Controller Socket 2 + Controller Socket 3 
Controller Socket 4. 
“First, please connect the Nintendo GameCube Controller to Controller Socket 1. 

© Unplug the Controller from Controller Socket 1 and connect the Game Boy Advance 
(SP) system. 

© Turn on the power of the Game Boy Advance (SP) system. 


& Game contents \ 


© GANG BATTLE / Battle with 4 
(All trainers use Ruby/Sapphire Players [see page 35]) 


@The items you will need: ee 

© Nintendo GameCube ......+ssssssssssssssssessssssssessssesesssses 
© Nintendo GameCube Controller .--------+-+-2++++e+ee+0= 
© "Pokémon Colosseum" Game Disc ..---.-+---o2+-+sseesceeeeee0 
© Memory Card that contains a "Pokémon «---+--+++++++ss++ 

Colosseum” save file 

© Game Boy Advance (SP) system sssssssssssssessssseeeeseeseen 
© Pokémon Ruby or Sapphire Game Pak ..........-...-::0- 
© Nintendo GameCube Game Boy Advance cable -......... 


*The Game Boy Player can't be used for this purpose. 


@% CAUTION WHEN LINKING UP 


There might be a link-up error or malfunction in the following cases. 

@ When the Game Disc is not compatible with the Game Pak. 

@ When a cable other than the Nintendo GameCube Game Boy Advance cable is used. 

@ When the Nintendo GameCube Game Boy Advance cable is not fully connected. 

@ When the Nintendo GameCube Game Boy Advance cable is not properly connected 
to a Game Boy Advance (SP) system or the Nintendo GameCube. 

@ When the Nintendo GameCube Game Boy Advance cable is unplugged during 
transmission. 

@ When the power of a Game Boy Advance (SP) system or Nintendo GameCube is 


turned off, or the Nintendo GameCube's RESET Button is pressed during transmission. 


TROUBLESHOOTING CONNECTION 
# ERRORS WITH THE GAME BOY ADVANCE 


© Ifa connection error has occurred, turn the Game Boy Advance (SP) system's 
power off and unplug the Nintendo GameCube Game Boy Advance cable. 

© Turn the Game Boy Advance (SP) system's power on and select "Pokémon 
Ruby/Sapphire" then select "Continue." 

© Fulfill the conditions on either pages 23, 29, 37, or 53. Then, save the progress 
and turn the power off. 

© Connect the Nintendo GameCube Game Boy Advance cable to the Controller 
Socket if was originally plugged into, then turn on the power fo restart. 


If the Pokémon Colosseum save file is modified by an outside source, malfunctions 
might occur that can cause the game to function improperly. Also, modified save data 
may cause a malfunction if it is transmitted to a Pokémon Game Pak. 

There is a possibility of corrupting the Game Pak, or deleting the save data. If this 
happens, the save data can't be restored. Please be careful. 


"Poké Coupons’ are an item you can get by clearing certain battles. The Poké Coupons 
can be exchanged for precious “items.” 


TO GET POKe COUPONS 


You can obtain Poké Coupons by defeating eight 
trainers in a row in a "COLOSSEUM BATTLE." 

In "MT. BATTLE VS 100," you obtain Poké Coupons 
each time you defeat ten trainers in a row. 


When saving Poké Coupons, a confirmation is 
displayed on the screen. Select "Yes." If you select 
"No," the Poké Coupons you've obtained will be forfeit. In a "COLOSSEUM BATTLE," 
you can save your Poké Coupons as soon as you obtain them, but in "MT. BATTLE VS 
100," you can't save until you clear the challenge (see "GAME OVER" on page 33). 


© The Story Mode's player can obtain Poké Coupons at Mt. Battle in the Story Mode. 

© The Poké Coupons can only be saved on the Memory Card that the trainer who 
obtained them is saved on. 

© You can't obtain Poké Coupons in a "GANG BATTLE" or "BATTLE NOW." 

© If your party Pokémon contains strong Pokémon, such as those below, the amount 
of Poké Coupons awarded will be decreased based on its number. 
REGIROCK, REGICE, REGISTEEL, LATIOS, LATIAS, KYOGRE, GROUDON, RAYQUAZA, 
JIRACHI, etc. 


- —<—————_ ———_<_—_—__ ——— —— 
—_(o- = a Poke couross =O 


ww 


EXCHANGING YOUR POKé COUPONS FOR PRIZES 


To exchange your Poké Coupons for prizes, please select "SOLO BATTLE" and then 
"POKé COUPON EXCHANGE." Also, you can exchange your Poké Coupons for prizes in 
the Story Mode at Mt. Battle. 


Exchange in Story Mode 


Exchange in Battle Mode 


When you select "POKé COUPON EXCHANGE," you will be asked to select either 
"COLOSSEUM POKé COUPON" or "POK6MON GBA POKé COUPON." When "POK&MON 
GBA POKé COUPON" and then "Exchange" is selected, it will lead you to the "GBA 
connection” screen. Please follow the instructions on the screen and connect the Game 
Boy Advance (SP) system (see "CONNECTING THE NINTENDO GAMECUBE GAME BOY 
ADVANCE CABLE" on page 47). 


If the necessary conditions are not met, there will be a connection error. Please see the 


conditions on the next page, confirm that you meet them, and then re-save the game. 


J ] 


POKé COUPON EXCHANGE IN 
& "POKEMON COLOSSEUM" 


When the following conditions are not met, there will be a connection error. Please 
make sure you meet the conditions, re-save the game, and then restart the "POKé 
COUPON EXCHANGE." 


CONDITIONS 


© You must have an open space in "Item Storage” in your PC. 


POKe COUPON EXCHANGE IN 


wz "“POKé€MON GBA" 

When the following conditions are not met, there will be a connection error. In this case, 
please follow the instructions on page 50 ("TROUBLESHOOTING CONNECTION ERRORS 
WITH THE GAME BOY ADVANCE [SP] SYSTEM") and re-save the game. 


CONDITIONS 
© You need to have the game saved at a Pokémon Center. 
© You must have an open space in “Item Storage" in your PC. 
POKeée COUPON AWARDS 


Depending on the points of Poké Coupons you've 

obtained, you'll be given an award. The award will 
bea ranking, from “Bronze” up to "Silver," and one, fates 
then to "Gold." You can check your ranking on the 811,010 
PW DA screen. : 


O 
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When First Starting Bronze Silver Gold 
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Important Legal Information 


Copying of any video game for any Nintendo system is illegal and is strictly prohibited by 
domestic and international intellectual property laws. “Back-up” or “archival” copies are not 
authorized and are not necessary fo protect your software. Violators will be prosecuted. 


This video game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. 

If your game ceases to operate and you have no device attached to if, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 
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Warranty & Service Information 


You may need only simple instructions fo correct a problem with your product. Try our web site at 
www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700, rather than going 

to your retailer. Hours of operation are 6 a.m. to 7 p.m., Pacific Time, Monday - Sunday (times subject to change). 
If the problem cannot be solved with the troubleshooting information available on-line or over the telephone, you will 
be offered express factory service through Nintendo or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER. 
Please do not send any products to Nintendo without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be free from 
defects in material and workmanship for twelve (12) months from the date of purchase. If a defect covered by this 
warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the 
defective hardware product or component, free of charge. The original purchaser is entitled fo this warranty only if 
the date of purchase is registered at point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the 
product was purchased within the last 12 months. 


GAME PAK & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (Game Paks and accessories) shall be free from defects in 
material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER 
will repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 
nearest service location. Please do not send any products to Nintendo without contacting us first. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED 
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY T0 YOU. 


This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province 
fo province. 


Nintendo's address is: Nintendo of America Inc., P.0. Box 957, Redmond, WA 98073-0957 U.S.A. 


This warranty is only valid in the United States and Canada. 


INSTRUCTION BOOKLET 


NINTENDO 
GAMECUBE: 


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AAWWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

* Anyone who has had a seizure, loss of awareness, or other symptom linked 

to an epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing 

and consult a doctor if you or your child have any of the following symptoms: 


Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


apron 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 


* Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play. 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

+ If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

+ If you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 


AWWARNING - Electric Shock 


To avoid electric shock when you use this system: 


Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AACAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, and Y Buttons and START/PAUSE 
Buttons simultaneously for 3 seconds. 


L Button R Button 


The official seal is your assurance 
that this product is licensed or 


manufactured by Nintendo. Always 
look for this seal when buying video 
game systems, accessories, games 
and related products. 


Nintendo does no ne sale 0} of pro al Nintendo Seal 


THIS GAME SUPPORTS 
GAME PLAY WITH ONE 
PLAYER AND CONTROLLER. 
1 Player 
THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 
& — Gameprocress, serrines 
Memory OR STATISTICS. 
Cord 
THIS GAME 1S COMPATIBLE 


=, WITHTHE DK BONGOS 
yasf\us? CONTROLLER ACCESSORY. 


NEED HELP PLAYING A GAME? 
com for game play inf 
li, so please ask permis from whomever pays the phone bill. 


Rather talk with a game counselor? 


1-800-521-0900 
Available in U.S. and dé per minute (U.S. funds, 
Please have Visa or MasterCard read) 


change 


© 2004-2005 Nintendo. TM, ® and the Nintendo GameCube v1 de - 
logo are trademarks of Nintendo. © 2005 Nintendo. - - 
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Using the DK Bongos 

Cana ier Access one 6 
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DK’s Moves 9 trrtercetccetseeesteeteees 12 
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USiNg the DK Bongos” 
controller accessory 


run. 


START/PAUSE q. 
.| Pause the game. cxD | > 


=9 


NOTE: If y your ca get tired me clapping, you can 
always tap the gray bands on the side of the DK Bongos 
to activate the Clap Sensor. 


To fully enjoy Donkey Kong Jungle Beat, it is strongly 
recommended that you play using the DK Bongos 
Controller Accessory. All control explanations i in this 
manual refer to controls when using the DK Bongos. 
IMPORTANT: To prevent possible discomfort or 
injury, and for information on connection and proper 
operation of the DK Bongos Controller, please read the 
DK Bongos Controller Accessory instruction booklet. 


When you clap, STUFF HAPPENS! 
DK will pound his chest, clap his hands, or CIT) 


reach for items. 


oa “uSing a Nintendo 
Gamecube controler 


o (G) Walk left or right.) 


Make selections. 


ee Jump. a | 
| 
| 


Confirm selections. } 


( START/PAUSE 
Pause the game. 
Confirm selections. 


Pouridl chestatid 
clap hands. | 
Reach with hands. Fal 


( NOTE: This game does not a support the rumble $j 


\__ feature of the controller ) 


Getting started 


Insert your Donkey Kong Jungle Beat 
Game Disc into your Nintendo 
GameCube and insert a Memory Card 
into Slot A (this game will not use 
Memory Card Slot B). Close the Disc 
Cover and turn the power on. The title 
screen will appear. 


playing for the First Time 


Follow the on-screen instructions to create a Donkey Kong 
Jungle Beat game file on the Memory Card in Slot A. 


saving the Game 


The game saves automatically after you clear a kingdom 
(see G37). 


A Memory Card with space for 1 file and 3 blocks is 
required to save this game. 


To continue playing from your saved data, be sure that the 
Memory Card with your Donkey Kong Jungle Beat game 
file is inserted in Slot A when starting. 


To learn how to erase game files from Memory Cards and 
reformat Memory Cards, refer to your Nintendo 
GameCube Instruction Booklet. 


Do not touch the Memory Card or the POWER 
Button when saving data. 


continuing 


As you play, the number of 
kingdoms you can explore will 
increase. Choose the kingdom you ff 
want fo visit and begin playing. 


w/e tii 


Hit the left or right drum 
to make your selection 
and press START/PAUSE 


to confirm. then press START/PAUSE. 


Choose Options from the kingdom 
selection screen to adjust the sound 
and Clap Sensor settings. (Settings | 
will be saved after you return to 

the title screen.) 


eSound 


Set sound to stereo or mono. 


Clap Sensor 


Set the volume at which the Clap 

Sensor picks up sound. There are 

two ways of setting the sensor: 

Auto, in which Clap Sensor 

sensitivity is adjusted 

automatically while you play, or 

Manual, in which you adjust sensitivity manually. When 
choosing the Manual setting, look at Donkey Kong in the 
bottom-right corner of the screen. If he is moving even 
though you aren’t clapping, the sensor is reacting to 
background noise. Adjust the setting until Donkey Kong 
stops moving when you aren’t clapping. 


Game Flow 
Each kingdom is made up of two stages and a fight with 
the regional king. 

he Opening Ceremony 


‘ 4 
The first time you play the game, you'll enter the first Se 
2 - , J . 


course after the opening ceremony. 


Work DK through the two stages, gathering as many 1 
beats along the way as you can. (See (@Si##) to 
find out more about beats.) 


A powerful king awaits DK at the end of the 
two stages. 


Once DK has toppled the king, he's cleared the kingdom. The number of 
beats he has after defeating the king determines how many crests he'll 
be awarded. The adve aint. If you 
replay a kingdom you've already cleared, your game will only be saved 
if you record a new high score. 


The kingdoms you can visit will increase as you earn “<* 
more crests, but you cannot play new kingdoms until ¥ 
you have earned the number of crests required for 

that particular region. oo 


pif 
css teeta t taal 


The Crests 
Crests increase in value from bronze to silver 
AFM <r and so on. Earning crests of higher value will 
| allow you to visit more kingdoms. 


Playing the Game 
the Game screen. 


2 OK se leet abe he is attacked ae an enemy; 
f he’ s atocked “ his beats drop to zero, the game is over. 


om © 


K can earn one beat for each 
banana he collects, but the number of 
beats he earns will increase 
depending on how he grabs the 


Ww My a 
ws Se Ms banana. See @ for details. 
Donkey Kong 
mat ae paying, DK will You'll notice © DK’s actions 
sal Ter Ka ae game sometimes cause blooms to appear as 
i oe: 4 e a ) 1 he ventures through the kingdoms. If 
SOO IGG al OUTS; TF YoU DK collects 100 of these blooms, he'll 


ya mn et vi tle earn 100 additional beats. If he 
ihout DK! you alan! KNOW doesn’t reach 100 blooms, he won't 


receive any beats. 


w Kingdom Life 
|IFDK claps nearby, FARRAH Swing to the tip and 
he'll get tossed in the fy eeaal o bonande lion will 
direction of the arrow. ~~ fling DK into the air. 


ia) Swing left and right | Jump into the flower 
ng | to jump very for. id to be spit out wrapped 
‘ Cazcins in a bubble; DK can 
now float into the sky. 


Hit the left or right drums to make DK walk left 
or right. Rapidly hit the same drum and DK will 
run in that direction. 


When you clap your hands, DK will make a noise that affects things 
around him, sometimes allowing him to reach nearby bananas. 


DK can reach out to grab Use this attack to briefly stun 
bananas that would normally © enemies and prevent them 
he just out of reach. from moving. 


@ DK’s Reach and Sound Wave Range 
When the Clap Sensor reacts, va 
you'll see green and red rings. 


The spreading green ring marks 
the range of the sound wave. 


The red ring indicates the 
range of DK’s reach. 


aa runleftor = 
right then hit both drums 
while running. 


Hit the left or right drum to make DK swim in the direction 
you're tapping. 


= 
Slow Hits 


- If you take breaks between each 
hit, DK will swim in a horizontal 


line underwater. 
——= 


BRB rovic Hits 


If you hit one drum rapidly, DK will 
swim in a downward direction. The 
foster you hit, the sharper his 
downward angle will be. 

+ 


= 
- Simultaneous 
Alternate Hits Hits 


Rapidly alternate hitting the | Repeatedly hit both drums at 
two drums and DK will swim —_the same time to make DK 
|. straight down. _ swim up toward the surface. 


IZ 


Have DK di a wal and j jump toward it. 


d off 0 eaey con n repeat this | jumping bak sad 
forth up Riaah two ak until DK reaches the i of the walls. 


When DK is running, hit the drum opposite 
the direction DK is running in, then hit both 
drums simultaneously as DK stops to make 


him do a back flip. 


; pounal se _ 


If you hit and hold both drums while DK 
is in midair, he'll do a ground pound 
straight down. 


Here you can choose fo replay the course from the beginning or 
{ return to the kingdom-selection screen. (If you quit out of a stage, 
Pp your game will not be saved.) 


he King's Energy | 
As DK's attacks hit a 


king, the king's energy 
will decrease. When it 
reaches zero, DK wins 
the fight. Try using a 
variety of attacks. 


As DK gets attacked by his opponents, his energy decreases. If he 
takes damage after it reaches zero, the game ends. The more 

beats DK collects in the two stages leading to the king, the higher 
DK's energy will be. 


Hit the left and right drums to make DK 
throw left and right punches. 


Clap (or tap the sides of the 
drums) with just the right timing 
and DK may dodge the attack. 


DK will encounter other kings and 
different ways of fighting them in the matches that await. 


jungle Buddies 


Several jungle buddies will aid DK in different parts of his quest. 


Run at breakneck speed! 


~ 


Hoofer 


& 
we | penne 


Slow the descent rate by tapping. 


move > 


LEFC/RiGht 
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= cet 


pananas)- 
EAS 


The one thing you should always be most concerned about on your 
quest is the number of beats DK has. Performing certain techniques 
before collecting bananas can earn DK even more beats. Here are 


some of those techniques: 


—— TEDK just collects these But, if Ss uses the op Grab to : 
bananas ashe walks down the grab all the bananas within range 
slope, he'll earn only 7 beats. —_simuulioneously, he can earn more 

; = beats (see cap). }s 


As DK collects bananas, if he 235 different 
midair actions in succession before landing, he 
can earn even more beats. These are called — 
combos. Be careful, though; since the beats 
don’t get counted until DK lands, if he gets hit 
by an enemy before landing, he'll lose all the 
beats he collected. 


As DK performs aerial maneuvers, the number 
of combo fairies swirling around Donkey Kong 
will increase. Remember, though; DK cannot 
get more combo fairies by repeating 
actions. A new combo fairy will onl 
the first time you perform a particular 
in midair. 


Master using the DK Bongos and all the different actions Donkey 


Kong can perform! 
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Q What do | do if | catch on | 


Q I'm stuck! What am | suppose 


DA If you look around you, you'll see some white-haired 
monkeys. The things these monkeys do should give you a 
hint as to what you need to do to proceed. You can also 
just try clapping to see what the sound waves do. If you 
get stuck, clap! 


DKJB i, 


A timer suddenly appeared. 
What's happening? 


FA On some stages you may find 
yourself in a race for first place. 
That's when the timer appears. If 
you do well in the race, you'll get 
more beats! 


fire or get encased in ice? 


D\ The longer you're on fire or in ice, the more beats 
lose, so rapidly hit the left and right drums to li 
amount of damage you take. 


Stare Credits 


PRODUCER 
Takao Shimizu 


DIRECTOR 
Yoshiaki Koizumi 


ASSISTANT DIRECTORS 
Koichi Hayashida 

Kimiharu Hyodo 

Futoshi Shirai 

Toshihiro Kawabata 
PLAYER CHARACTER 
PROGRAMMING 
Hideaki Shimizu 


SYSTEM PROGRAMMING 


DIRECTOR 
Naoki Koga 
CHARACTER 


PROGRAMMING 
DIRECTOR 


Tokeshi Hayakawa 
CHARACTER 
PROGRAMMING 
Tatsuro Ota 
Katsuyasu Ando 
Atsushi Yamaguchi 
SOUND 

Masafumi Kawamura 
MUSIC 

Mahito Yokota 
CHARACTER DESIGN 
Takeshi Hosono 
Kenta Motokura 
Toeko Sugawara 
Atsushi Mishima 
MAP DESIGN 
Kazumi Yamaguchi 


CHARACTER ART & 
SCREEN DESIGN 
Yasuhiko Matsuzaki 
EFFECTS DESIGN 
Yusuke Akifusa 
Yumiko Matsumiya 


CHARACTER MODELING 
Daisuke Watanabe 
Masanori Esaki 

Shunsuke Yamamoto 
Kenichi Minamizawa 


MAP MODELING 
Kazunori Hashimoto 
Ritsuko Tanaka 
Sanae Suzuki 
Tomoko Yada 

3-D ANIMATION 
Mieko Ajima 
Katsuki Hisanaga 


CHARACTER ART DESIGN 


Hideaki Takamura 


VOICE 

Takashi Nagasako 
Katsumi Suzuki 
Hironori Miyata 
Hideaki Nonaka 
Toshitsugu Takashina 
Masahiro Okazaki 
Toshihide Tsuchiya 


COORDINATION 
Katsuhito Nishimura 
PROGRESS 
MANAGEMENT 
Keizo Kato 


TECHNICAL SUPPORT 
Keisuke Matsui 

Shingo Okamoto 

Yoshito Yasuda 

Hironobu Kakui 


DEBUG SUPPORT 
Akira Yano 


SPECIAL THANKS 
Tadashi Sugiyama 
Tomoaki Kuroume 
Super Mario Club 
Nintendo Tokyo Office 
NORTH AMERICAN 


LOCALIZATION 
Nate Bihldorff 


Bill Trinen 
LOCALIZATION 
MANAGEMENT 
Jeff Miller 

Leslie Swan 


TESTING 

NOA Product Testing Team 
Yoshinobu Mantani 

Tim Cosey 

Melvin Forrest 

Mika Kurosawa 
GENERAL PRODUCERS 
Shigeru Miyamoto 
Takashi Tezuka 


EXECUTIVE PRODUCER 
Satoru Iwata 


1d 


Important Legal Information 


Copying of any video game for any Nintendo system is illegal and is strictly prohibited by 
domestic and international intellectual property laws. “Back-up” or “archival” copies are not 
authorized and are not necessary to protect your software. Violators will be prosecuted. 


This video game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. 

If your game ceases fo operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo,com 

or call 1-800-255-3700 

(U.S. and Canada) 
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Warranty & Service Information 


You may need only simple instructions to correct a problem with your product. Try our web site at 
www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700, rather than going 

to your retailer. Hours of operation are 6 a.m. fo 7 p.m., Pacific Time, Monday - Sunday (times subject to change). 
If the problem cannot be solved with the troubleshooting information available on-line or over the telephone, you will 
be offered express factory service through Nintendo or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER. 
Please do not send any products to Nintendo without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be free from 
defects in material and workmanship for twelve (12) months from the date of purchase. If a defect covered by this 
warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the 
defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only if 
the date of purchase is registered at point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the 
product was purchased within the last 12 months. 


GAME & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (games and accessories) shall be free from defects in 
material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER 
will repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 
nearest service location. Please do not send any products to Nintendo without contacting us first. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED 
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province 
fo province. 


Nintendo's address is: Nintendo of America Inc., P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 


This warranty is only valid in the United States and Canada. 


NEED HELP WITH INSTALLATION OR SERVICE? 
NEED TO ORDER PARTS OR ACCESSORIES? 


NINTENDO CUSTOMER SERVICE 
WWW.NINTENDO.COM 
WWW.NINTENDO.CA 


or call 1-800-255-3700 
6:00 a.m. to 7:00 p.m. Pacific time, 7 days a week 
TTY Consumer Service: 800-422-4281 
(Times subject to change) 


Nintendo of America Inc. | | HT] 

P.O. Box 957, | | | | | 

Redmond, WA 98073-0957 U.S.A. 

www.nintendo.com | | | | | 
56993A 


PRINTED IN USA 
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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 


AWARNING - Electric Shock 


YOUR NINTENDO” HARDWARE SYSTEM, GAME DISC OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AAWARNING - Seizures 


os.on — 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Loss of awareness 
Disorientation 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room, 

. Take a 10 to 15 minute break every hour. 


ARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again, 

lf you continue to have sore hands, wrists or arms during or after play, stop 


playing and see a doctor. 


To avoid electric shock when you use this system: 


Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AXCAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


if the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game contro! during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


R Button 


¥ 


L Button 


3. 


C Stick 


This official seal is your assurance that Nintendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when ee ee 
buying Rames and accessories to ensure ~~ 7 


Ma. 
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complete compatibility with your = a 
Nintendo product. | vendo 


THIS GAME SUPPORTS THIS GAME CAN 
ALTERNATING GAME PLAY BE USED WITH THE 

WITH ONE, TWO, THREE OR e-READER™ 

FOUR PLAYERS e-Reoder Welcome to Animal Crossing 


Compatible 
Starting the Game 


THIS GAME REQUIRES A ls 
SER EAV RD COR SAVING Using the Controller (Outdoors and Indoors) 


peetnence SETTINGS Using the Controller (Typing) 
Outdoor Controls 


THIS GAME CAN 
BE USED WITH THE 
GAME BOY® ADVANCE 


NEED HELP PLAYING A GAME? 


t our web site at www.nintendo.com for game play assistance. 
ame play tips and news. Nintendo's Power Line at: 1-42: 35 2s ; 
staiGe Sal, So plesee eak pernlesion Kom Whioriever pays the phone bi The Tailor's Shop 
Rather tatk with a game counselor? > 
1-900-288-0707 1-900-451-4400 Other Locations 
S. $1.50 per minute anada $2.00 per minute 


SUN, 6:00 a.m. to 7:00 p.m., Pacific Time 


all. (Prices subject to change, 
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and Game Boy Advance 
Credits 
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Insert the Animal Crossing Game Disc into your 
Nintendo GameCube. Insert a Memory Card into Slot A, 
close the Disc Cover, and turn the power on. Press START 
on the title screen. 


a to Rover while you're riding the train. Use the 


Control Stick and the A Button to set your clock and to rm 
ne 5 name your character and town. (See page 10 to find 8 
Are you ready to strike out on your own <= “= out how to type.) You should arrive in town just as you 
and lead an independent life? In Animal are. finish things up. Then you'll be ready to start es E 3 
Crossing, you can do exactly that— La #9, exploring! \ 
amongst animals. Time passes much like Os , 
it does in the real world. Seasons and a Ady 4. 
holidays come and go. The trees change“ , (G Continuing Your Game oD 5 
; color. It rains. It snows.So what are you i @ SS, , "7 he fi ked 3 
4 : waiting for? Pack up your and aa 0 return to your town, simply answer ‘Yes’ to the first question you re aske 
‘>. oxy e < e 2 and select your character from the list. If you want to create a new character in 
iD “ get ready to start a new Le tg: your town, select “I'm New." You can save up to four characters on one Memory 
: Card. (Only one set of town data can be saved on a single Memory Card.) - 
Select "Before | go...” to change the game settings ited below. 4 
Sound Rumble Feature y 
Choose from Stereo, Mono, or Turn the Controller's Rumble Feature # 
Headphone. You can also set how On or Off. 
the animals sound when they speak. Build a New Town > 
Demolish a House Delete town data. 
Delete a player's character data. 7 
Set Clock 


Set the current time and date. 


If you delete a town, it’s gone forever! 
Think carefully before you do it. 
{Letters and patterns created in the 


town won't be deleted.) 


YUsing the Controller) 
(Using the Controller | 


(Outdoors and Indoors.) 


A Button 


The more you tilt it, the foster you walk. 
Move curso Facing another character.................. Talk 
Move cursor on item screens and on Facing a door St ae 
the map. Faci : 
OGG OOO. 5,c5ssesecssssssess § 
Facing a bulletin board...... ead 
When holding an item 


Press and hold while tilting 
the Control Stick to run. 


(inside houses.) 


Insert space 
(Typing) 
Whenever you have to enter a name, write 


a letter, or type alan in Animal Crossing, 
“this keyboard screen will appear. 


- —s5y 


Caps lock/unlock 


Choose a letter 


* Changing Key Layout 


You can arrange the letters on your 
eyboard screen in the same order as 


familiar with a standard keyboard, 
just Bes the Z Button to rearrange 
the letters in alphabetical order. 


Move cursor 
across the page 


: eAcenting Letters 


To change the accent on certain 
: letters, simply select a letter and 
a standard keyboard, but if foots not : 


press the A Button to type if. An 


icon will appear on-screen near the 
: X Button i 

: accented. Press the X Button to 
change the accent on that letter. 


the letter can be 


Finish typing 


° Switching Keyboards 


You can use three different 
keyboards to write your letters: 

the letter keyboard, the punctuation 
keyboard, and the icon keyboard. 
Press the Y Button to swith 

the three. 


e Editing 


Use the + Control Pad to move the 
cursor to any spot you want to 
change, and then just type or delete 
letters as needed. 


n between : 
: Pad or choose 
: keyboard and press the A Button. 


: Anima 
: make selections and START to play. 


Switch keyboard 
Accent letter 


Type letter 


Delete letter 


> e Spaces. and Carriage Returns 


: To type a space, you can either 

> press the R Button or select ETsd on 
: the keyboard and then press the A 

: Button. To enter a carriage return 


either press down on the + Control 
on the letter 


: o NES Controls 


? When plving classic NES games in 


Crossing, use the Z Button to 


—K—_Crooo 
| Outdoor Controls | 


ee Sa 


The more you tilt the Control Stick, the faster you 
walk. To tread lightly, tilt the Control Stick slightly f 
ca 


Run 


Hold the B Button while walking 


Action 


Stand in front of someone and press the 
A Button to start a conversation 


Press the A Button in front of the 
door to enter a house 


Press the A Button to use the item 
you're holding 


*Read a Sign 


Press the A Button to read any sign 
you're standing in front of 


V7 


\\ gee aes 
‘e- 


NE <>: 
\Venrie ! If Press the A Button to shake the fruit 
ec ye from a tree 


If you stop walking for a moment, the 
current date and time will appear in the 
bottom-right corner of the screen 


(9 Pick Up Items 


Pick up any item at your feet by pressing the 

B Button H your inventory is full, you can either 
leave the item on the ground or make room for it 
by dropping another item 


You can also use the B Button to pick weeds. 


|W Check the Map 


Look at the map of the entire town. Use the Control 
Stick to move the cursor over the map. This way, you 
can see the names of all the buildings and nk in 
each acre. 


' There's a World of Fun Outdoors! 


« Walk around outside to discover new and exciting 


« things every day. You'll meet new animals, find 
« strange marks on the ground, see all sorts of 

« insects and fish... Be sure to pay attention while 
« you roam around the town! 


| ig aS wee 
Item Screen Controls Different menu commands allow you to use or move items. Menu commands 


f . . . . 
oe change depending on your current location or the item you've selected. Listed 


Press the Y Button or START to bring up the item screen. This is your below are some commonly used commands 


inventory. You can carry up to 15 items (not including the item in your 
hand) and 10 letters at any time °Grab ——— - K, — tii | 
Grab an item and move it around within - ¢ 2 +4 
the item screen. Use this command to swap : 8 ® 
QO : or sort items on the screen. You can also 4 °¥OO 
Display submenu use this command to place a tool in your 
Move the cursor While selecting an item hand or attach items to your letters 


Pink letters are letters 
you've received; . 
lue letters are ¢Drop : @ Throw Away 


; ‘ : Bee yee ay Drop a selected item on the ground. : Delete letters. Once you throw away 
Choose this tab to 3 A Unopened mai Items left on the ground may remain : a letter, it's gone for good, so think 
aren) and yl Opened mail there for days, but they might : carefully bers you delet a letter. 
fecaone 16 fo IO Mail with o disappear. Sometimes, you can find 
details. present attached them in the lost & found at the 
police station 


cursor over a slot ® Furniture you've caught. You can also press 


that contains an 7 the R Button to scroll through these == 
item or letter. UU Clothes screens. 9 at Mvtew , ~~ BD we ss 


<2) Stationery iss 1 re a E -3 + 
"€9200 O "69200 © ' 69200 00 
Car @e (| @@e0e8 0@Ge8 « 
CL370O0 OC @OEZOoO @OTZO0 | 


Selecting Multiple items ae : 


Press the X Button to select multiple items 


simultaneously. If you press the A Button on 1 edad 2 _) Select your outfit O Drag the outfit Now you're wearing 
any of the items you've selected, you can 2OG with the Control onto yourself and __ the outfit! 


sell them all at once Stick press the A Button 


Information pops up Some major icons: Press the A Button on these tabs e = 
when you move the to see lists of the fish and insects : 
ee 


Use Your Own Designs! 


Try pasting a pattern you've created onto clothes and umbrellas 
(See page 25 to learn how to design your own patterns) 


Press the A Button | aang . Select a pattern 
0: here to display the | aac «aon Ovi the A Button. 
design page. oS oy 


3 

Select Use to decide 
where to use the 
pattern. 


Use the selected pattern on your clothes. 
Your old outfit goes back into your inventory 


Fold the selected pattern up and use it as an 
umbrella. You don't need to have an umbrella 
in your inventory to do this 


PRE P| 


Paste the selected pattern on the wall or 
floor. The wallpaper or carpet you were 
using goes back into your inventory 


However... 
You can't use patterns on 
your clothes, walls, or floor 
if your inventory is full 


Your Hem tree is te 
ee CL oe 8 pattern 


Show off your pattern as an outfit in your room 


Show off your pattern as an umbrella in your 
room 


° Post.a Desig fn... cave DeEEnrEnnennyeenrerecmmmmanyl iis Be liGnss 


After you erect a signboard outside 
you can stand in front of if and press the 
A Button fo post one of your patterns on it 


_  @Use Your Tools! 


You can follow the same steps for changing clothes to pick up a tool, such as a 
shovel or a fishing pole. To put the tool away, go to the item screen. Place the 
cursor over your name oA press the A Button 10 grab the tool. Then just put 
it back into your inventory 


y, 


Use your shovel todig You'll need a fishin Use your net to catch 
holes in the ground pole to catch any fish insects. Every insect you 
You can also use it to Every fish you catchis catch is recorded in your 
fill holes or bury items. recorded in your fish insect list 


Presents Sent with Letters : | 

If you receive a present in the mail 

press the A Button on the letter and inventory to your wallet. Just press the A 

select Present. Then move it to your ; Button to grab them and carry them up to 

inventory, where you can open it t where your total number of Bells appears 
on the item screen. Then press the A 
«Button to add them to your funds 


Money Bags 


You can move money bags from your 


‘ 
' 
' 
' 


. eo — eee eee, | 


once Conere Controls _ — Letter Letter Weiitagl 2) 


a some stationery a ee your inventory and 
choose Write Letter. When your stationery pops y 
on-screen, choose the recipient's name from the 


Choose a piece of then select Drop to 
furniture you want to set it down yam Write Your Letter 


place in your house 
Enter your message. (See page 10 to learn how to 


sAlter-Rindag-lour Furniture... type.) Once you finish writing the message, you will 
return to the item screen. The letter you wrote will 
Play NES Games! Y 


Gant a frat atthe piece of furniture you $ jFyou find a Nintendo appear as a blue letter icon in your letter inventory. 
want to put awa and press the B Button Entertainment System place 
The item will go back into your inventory. | jtin your room and press the 
[ A Button to play your game y : ; 
You can use some items by pressing down { 10 quit, press thel,RandZ Attacha Present + : Rewrite a Letter 
on the A Button or tilting the Control Stick! Buttons simultaneously ’ mult you want fo include an item Be You can rewrite letters you ye 

- t ‘ina letter, grab it from your : + finished writing. To change the 
inventory ae ittothe letter + —¢ recipient, place the cursor next 
and press the A Button : + fo the recipient's name and press 


Adjust Camera | right on the + Control Pad 


= ‘ 2 = z : , IRE 
Use the C Stick to change your viewpoint inside the house a : sae = 


Move Furniture ; 
Tilt the Control Stick while holding the If you've grabbed an 
A Button to move or rotate Raahre item from the front 3 TaKe Your Letter to the Post Office 


while facing the item 


in your room. You must have enough + A mi Drop off the letter at the post office, and you're done! 
es, 8 ; 


The recipient might even send back a response. 


space to do this W 
) @ + ‘S) Pull it 


Ca 
Tom Nook's Store 


You can do much more than just shop at Tom Nook’s 
store! Talk to Tom to see what the options are. 


Press the A Button while standing in front 
of the item you want to purchase. Tom 
Nook will explain the item and its price 
(If you're buying clothes, wallpaper, or 

Pavan show you what it 
looks like.) Select "I'll buy it!" to purchase 
the item or "Never mind..." to decline. 


flooring, he'l 


Sell your unwanted items to make 
some money. Once you've sold an 
item, you can't cancel the 
transaction, so be careful. Make 
your selection with the A Button, or 
use the X Button to select multiple 
items and sell 

them at all 

once 


' Can't Find What 

‘ The store changes its stock 

‘ every day. If you don’t find 

' anything you want, try coming ! 
‘ hack the next day! 


See a complete list of items you've 
purchased or received in the past 
Select an item from the list to place 
q pens order. Select the tabs on the 
right or press the R Button to switch 
the type of items being displayed 


ay | 


Check the price of turnips—it changes daily. Be sure to check the price before 
you make the sale—if you're not careful, you could wind up losing out! 


Creating Your Own Secret Codes 6 


Sometimes, you want to give your friend an item that you have, but you \s 
can't deliver it in person, and your friend isn't able to pick it up. That's when 
Tom Nook’s shipping service comes in handy 


You can take any item you can order from your 
catalog to Tom Nook's shop and trade it in fo a 
secret code that you can tell to your friend. Your 
friend will then be able use that code at Tom 
Nook’s shop in his or her town and receive the 
item in sichahte 


Creating Secret Codes 


Choose "Other Things” and then choose "Hear 
Code." Tom will ask you for the item and the 
town and player name that your friend is using 
He will then give you a secret code that only 
your friend in that town can use! Of course, 
once you give an item away, it's gone for good! 


fi cm | 


1 Using Secret Codes $ 


If your friend gives you a secret code for you to fife es 
use in your town, simply visit your local shop and 
talk to Tom Nook. Choose “Other Things’ and 
choose “Say Code.” After you say the secret 
code, Tom Nook will give you the item 


S| 


The Post Office _] 


You can send letters and pay off your home loan at the Te You can save up to 160 letters on one town's 
nost office. Go to the counter and talk to the clerk to e Memory Card 
bisa up the menu. ~ 


eA 


Mail a Letter : 
To hand a letter to the clerk, select it from The e-Reader™ ee 


the letter list on the item screen. If the shelf ' 
behind the counter is full, you can't send re Your local post office has its very own e-TM, or e-Transfer Machine. This nifty 
any more letters. Come back later and ask Dn machine will decode the data on your Animal Crossing e-Reader cards (sold 
again. You can send letters from your post teenies O°? . separately) and transfer it to the Nintendo GameCube game, allowing you to 
office only to the residents of your town or ; receive letters and presents from some of your favorite characters. 
fo the Farway Museum. 
The e-TM is easy to use. First, insert the e-Reader into your Game Boy Advance 
and connect it to your Nintendo GameCube using o Nintendo GameCube Game 
Boy Advance cable. (The Game Boy Advance, e-Reader and Nintendo 
GameCube Game Boy Advance cable are all sold separately. See the e-Reader 
Instruction Booklet for detailed instructions on connecting the e-Reader to your 


Nintendo GameCube.) 
Pay OFF Your House 


: ee ; Next, stand in front of the e-TM and press the A Button. You must prepare 
Select "Deposit’ to pay off part of your loan. Decide : your e-Reader to scan your Animal Crossing e-Reader cards, so choose "Prep 
how much you want to pay with the control stick, and , e-Reader" from the menu. Once you have ieoloaed the card reading 
select "End’ to pay off your house. program to your e-Reader and Game Boy Advance, you can use it to scan 

e-Reader cards anywhere in Animal Crossing as long as you don't turn your 
Game Boy Advance off 


: When You've Paid Off Your Loan... ; nce the e-Reader is ready, 
; : . choose "Read Card.” Prepare 


teat Neos once ee Ve Se the e-Reader to scan your card, | 
He'll b Felled 6 eae Hoe aes: and then just swipe the card. 
ae bia wt Pg eee’ — The e-IMwill then decode the 
«/ You'TO.0 bigger: House i 22. data on the card and mail it to 
your house. Remember, you 
can scan each card only once 
per day! 


The Tailor's Sho 


e- Design and display your own patterns at the tailor's 
shop. You can carry up to 8 patterns 


et 


‘Check the Patterns on Displa 


Press the A Button in front of a pattern on display to see the following commands 


eDisplay Mines 


Display your pattern at the store 


The pattern displayed at the store is 
replaced with your creation 


Swap your pattern for one displayed 
at the store. 


e1.Want.It! 


Choose this to take the el you've selected. However, you must delete a 
pattern you are currently carrying 


Exchange your pattern for one displayed at the store 


If you aks the original pattern, you'll also change the pattern of any 
! 


item using that same design. However outfits and umbrellas displayed 
at the store won't change, and neither will the flag on your island 


Design Cards 


Creating detailed designs can take some time. But if you happen to have an 
Animal Crossing e-Reader design card (sold separately), you can immediately 
get a fine design straight from the e-Reader card! 


| 


(Drader 


First, insert the e-Reader into your Game Boy Advance and connect it to your 
Nintendo GameCube using a Nintendo GameCube Game Boy Advance cable, (The 
Game Boy Advance, e-Reader and Nintendo GameCube Game Boy Advance cable 
are all sold separately. See the e-Reader Instruction Booklet for detailed 
instructions on connecting the e-Reader to your Nintendo GameCube.) Next, go 
to the Able Sisters tailor shop. Talk to Mabel and choose Other things. You'll have 
to get your e-Reader ready to transfer design data, so choose "Prep e-Reader. 
Follow the instructions on your Game Boy Advance screen, and then swipe your 
card through the e-Reader! You can transfer the design from the e Reader cord 
to your Nintendo GameCube game by dropping it onto one of your 8 available 
patterns. Just remember youll have to sacrifice one of your 8 designs to save it. 


If You Talk to Mabel... : 


¢Create a Pattern... 


— == 


%# Select a place to store your pattern This will 
1 
erase one of the patterns on your item screen 


Using the design tools, create your own pattern. 
| (See page 26 to learn how to use the design 
| tools.) 


F When you finish the pattern, give it a name. You 
; can enter up to 16 characters. When you finish, 
a you will pay a fee 


. | 


Any Suggestions? 


Select this to get a recommendation from 
Mabel on the patterns displayed at the store. 


* Sav 

You can save up to 96 patterns on a Memory Card. 

*Game B i 

Load your patterns into the Game Boy Advance, where you can edit them and 
create new patterns. (See page 37 about designing patterns.) 


Design Your Own Pattern! 11 L . 
Use the Lond R Buttons to switch between O her ocations iy 


areas, Your current area has a green border 


Police Station 


PD iy: | 
combination of Every police station has a lost & found 


Turn the grid display : colors. , department, which can store up to 20 lost items 
on or off. If more than 20 items come in, the older items 
disappear. Feel free to reclaim any lost goods 
there. Also, you can get valuable information on 
Select be upcoming events from the policemen 
colors here. : 


Canvas area 


Use the Control Stick to move the Design a pattern within : Be sure to stop in at the local police 
CUFSOF, and paint with the A Button. this 32x32 grid. 5 : station when you re visiting a 
‘ friend's town. Officer Copper will 


give you a map of the town, good —@ ae 
lela) mal ‘ for whenever you visit 

13 TT 8e: =F Paint too! 

(BOLIC ee 

1 @| x |O|0:———— Sym tool 

| CH a — Undo (Erase the last mark) 


If you can't complete a delivery because the 
recipient has moved away, place the item in the 
When the Area Cursor Is On the Canvas: wishing well, where yu can apologize for not 
delivering it. The wishing well can also tell you 
about the state of your town. 
Change area Undo : 


Turn grid display 
on or off 


Move paint cursor ~ A Button } 


Select tool Select color Pick up a color on the canvas 


Drop off items you no longer need here. They'll 
stay in the dump until the next garbage-collection 


day 


You can donate your fossil 

painting, fish, or insect 

collection ° the eed Any 

items you donate will be put 

on display, where you ea “ir 
your friends can see them at 

any time 


Town Bulletin Board ; 


Anyone can post a message on the bulletin board. The bulletin board can hold 
up to 15 messages. Older messages get deleted as new messages are posted 
Once you post a message, you can't delete it, so be careful what you write! 
Any special town events wil be posted on the bulletin board, so be sure to check 
it frequently 


« }- Scroll 
yf through the 
} messages 


i> 
a? 
ra) Post a message 


kA. Jump to the 
Q (-) newest message 


(@) (>) Jump to the 
~ \¥ oldest message 


Town Tune Bulletin Board . 


You can compose and change the tune that 
plays every hour in your town and whenever 
you talk fo the other townsfolk. Press START and 
choose "Yes" to use the music you composed or 
choose “Throw it out” to undo your changes 
When you change the music, the previous tune 
is deleted. Press START to exit the bulletin board 
screen 


oe 090 (©) Change note 


Move cursor 
\) Play town tune C® Erase town tune 


z one 
lan est | = Seeiae wets |e Play a random note | 


Town Tune Cards 


Sometimes, trying to think up a nifty new town tune can be difficult. However, if you 
have an Animal Crossing e-Reader card with town tune data on it, you can change 
your town tune easily! 


First, insert the e-Reader into your Game Boy Advance and connect it to your 
Nintendo GameCube using a Nintendo GameCube Game Boy Advance cable. (The 
Game Boy Advance, e-Reader and Nintendo GameCube Game Boy Advance cable are 
all sold separately. See the e-Reader Instruction Booklet for detailed instructions on 
connecting the e-Reader to your Nintendo GameCube.) Next, stand in front of the 
town tune bulletin board and press the A Button 

When the bulletin board screen appears, press 

the R Button to use your e-Reader. Choose "Prep 

e-Reader” from the menu to prepare your 

e-Reader to transfer data. Once the e-Reader is 

ready, choose "Read Card.” Follow the instructions 

on your Game Boy Advance screen and then just 

swipe a card whenever you're ready. Your town 

tune will be changed automatically 


Grab an item from the item screen and drag it to 
your Gyroid. You can leave up to four items with 
our Gyroid. Items you leave with the Gyroid can 
be seen and bought by other players 


Gyroids and Saving Your Game! MW StoreanItem 
iss: i 2 aS 


Before you quit the game, always talk to the Gyroid in front of your house to 
save your game. You can save only onto the Memory Card you started the 
game with. You cannot copy this data to another Memory Card ; : ae 
; : * Give Away... : * Set. Price : ¢ Display —_ 
Give this item to another : Sell it to another player. : Show off your item. No 
player for free : You set the price : one else can take it 


* Save and. quit 


schometeivine 
* Save and continue are ~ & 
2 Paste or remove a pattern on your door 
aa 


*Paste Pattern :*Remove Pattern = 


Save the _ and continue from where 
you left off 


Paste you own pattern : Take down your pattern by a 


1e door : from the door ae 


pn J 


You can create a personal greeting message that 
other players will see when they visit while you're 
away. (See page 10 to learn how to type.) 


onto t 


glo, forcing you io 
fart your town iron 


¢The Mailbox... 


Any new letters you receive will be waiting 
for ie in your mailbox. The mail icon 
blinks on and off when you have mail 


V7... : ;  travet Method 
Visit a Friend's Town! I 


Every town is unique, so when you visit a friend's town, you'll notice that 
its layout and residents are quite different from yours ve ever want to 
meet new people and see new places you can visit another town using G 
Memory Card that contains a friend's town data. There are two ways to 
travel to another town 


: Your town Your travel Your travel 
Talk to Porter 7) data — "data data 


If you want to take a trip, go to the train station and talk to Porter, the attendant 


* Fo ou seer two Memory Cords, cpe.ah yatta 
town data and one on which you can save travel data. 


The items at 
Tom Nook’s store 


The townsfolk 


When you are ready to head back to your town 
go to the train station and talk to Porter again 
When you get back home, be sure to talk to your 
Gyroid il sive your progress! 


were COrryind 
ve Deen lravekng 


The fruit on trees 


Alway 


* Step 1: Create travel. data 


Talk to Porter and create “travel 
data” on the Memory Card in Slot 8 
(This requires 3 empty blocks.) Your 
town data is saved automatically 


‘Travel Method 2 


Insert the Memory Card containing 
your friend's town data in Slot A 
while the Memory Card containing 
your travel data is in Slot B. You're 
all set to visit your friend's town! 


efor this malhod i I wa dhowiy ards, one with your... 
town data ang one oy ncod Iw s town fu 


Step 1: Load your town data 


If you talk to Porter while the Memory 


Card with your friend's town data is 
inserted into Slot B, you'll on q 
short train ride to your friend's town 


Your own town is saved automatically 


friend's town 


After the train ride, you will arrive in 
your friend's town. Enjoy your stay! 


Slot A 


Your town 
data — 


Traveling is 
cool, man! 


Scar RESET CECE Teen | 
Connect with the Nintendo GameCube 


Game Boy Advance Cable 
You can connect your Game Boy Advance to the GameCube using a 
Nintendo GameCube Game Boy Advance cable (sold a Mab 
See page 40 to learn how to connect the cable to your Nintendo GameCube 


Visit a Tropical Island! (Nintendo GameCube) 


Go to the pier near the beach while your Game 
Boy Advance is turned on and connected to your 
Nintendo GameCube. You'll find Kapp'n waiting 
there, ready to take you to a Lips island i 


this is your first visit to the island, you will get the RESET BAS 
opportunity to name it here.) OOOOOOOS 


Once You're on the Island... 


Take some time fo visit your island native, go fishing, 
catch some insects, or decorate your island bani "i 
It's always summer on your tropical island, so it's nice 
fo go there when the weather in your town is bad 


To return to your town, just talk to Kapp'n again 
When you ae back home, be sure to talk to your 
Gyroid and save your progress! 


Cross the Ocean and Travel to an Island! (Game Boy Advance) 


When you return to your town from the island 
you can save your island s data onto the Game 
Boy Advance. This way, you can watch your 
island's resident while you're away 


Zoom out 
Link mode 
Sleep Mode 


While yey are zoomed in, use the + Control Pad to move the cursor and 

press the A Button to perform various actions. See what happens when you 

make your islander happy! 

eJop.onyourislander. © Tapanitem. 
jl |*) 


*Toponthe hut 


Pick it up and move it Someone was in there! 


Are you looking at me? 
ground 


Use a Game Boy Advance Game Link cable to 


eS = S 
connect two Game Boy Advance systems and pate cet ) 
exchange your island with a friend ; at 4 
Using a Game Boy Advance Link Cable 


You will need to have 


© Two Game Boy Advance systems 
© One Game Boy Advance Game Link cable 


Trade Islands 

]. Press the B Button while in Normal View from 
the island to trade your island with a friend 

2. Select "Yes" to see a screen like the one to the 
right. Connect the Game Link cable to each 
Game Boy Advance Ext. port while this screen is 
displayed. 
Once you've connected the Game Link cable 
follow the instructions on-screen and execute 
the exchange. 

1. When the exchange is finished, follow the 
instructions on-screen and disconnect the 
Game Link cable. 


Some notes on using the Game Boy Advance Game Link cable 
Under the following circumstances, the link might fail, create an error 
or erase the data you saved on your Game Boy Advance 


© A cable other than the Game Link cable was used. 

© The Game Link cable was not connected properly. 

© The Game Link cable was disconnected during the exchange. 

© The Game Link cable was connected to the connector box 

© Three or more Game Boy Advance systems are linked together. 

© The Game Link cable was disconnected before the instructions to do so appeared 
A Game Pak was inserted while the power was on 


Create Your Own Patterns on the Game Boy Advance! 


Talk to Mabel at the tailors shop while your Game Boy Advance is connected to 
the GameCube with the power turned on. Select "Design Advance” to download 
the design tool or load your own patterns from the Game Boy Advance 


First, you will have to load 
the design tool onto your 
Game Boy Advance. This will 
also load any patterns you 
are carrying. Follow the same 
steps you do on the Nintendo 
GameCube to create a new 
pattern 


Select a location to store your pattern 


Design your pattern 


Name the pattern 


Using the Design. )_————— 


Check the controls below. The Game Boy 
Advance design tool works much like the one 
on the Nintendo GameCube 


Switch area 
Move cursor 


Finish designing 


Sleep Mode Select color 


¢ Naming. Your Pattern. 


Follow the button ee below to enter 
characters, following the same steps as on the 
Nintendo GameCube 


Move cursor on 
keyboard 
Select letter 


Finish typing Lea 


Backspace 


Sleep Mode 


Talk to Mabel at the tailors shop while your Game Boy Advance is connected to 
the GameCube and the power is turned on. Select "Other things,” "Design 
Advance," and then "Load design." The patterns you created on the Game Boy 
Advance will be sent to the Nintendo GameCube. The new patterns are saved on 
your pattern list in the item screen 


then select a location 
fo store it 


Choose a pattern to 
send fo the Nintendo 
GameCube. 


Sleep Mode 


When you're done playing your Game Boy Advance, press SELECT to enter 
Sleep Mode. Sleep Mode turns the screen off while keeping the power on 
helping to save battery power 


* Entering Sleep Mode 


Press the SELECT to bring up a screen like 
the one on the right selec "Yes" to enter 
Sleep Mode. If you select "No," the game 
will resume. If no selection is made after 
the screen has been displayed for ten 
seconds, or if there is no other activity for 
five minutes, the Game Boy Advance will 
automatically enter Sleep Mode 


You Can't Enter Sleep Mode if... 

© You are exchanging information with a GameCube or another Game Boy Advance. 
¢ The warning message after the title screen is displayed. 

© The game is switching to another screen. 


° Returning to the Title Screen 


Press the L Button and SELECT 

simultaneously while in Sleep Mode to 

bring up a screen like the one on the right 

Select "Yes" to go to the title screen and 
10" to resume Sleep Mode 


If you turn the power off or the batteries run out while your Game Boy 
Advance is on or in Sleep Mode, any data on the Game Boy Advance will 
be lost. To save your progress, load your Game Boy Advance data onto 
the Nintendo GameCube and save at your Gyroid. If you want fo 
disconnect either a Game Boy Advance Link cable or Nintendo 
GameCube Game Boy Advance cable from a Game Boy Advance that 
has game data saved on it be sure to do if while the power is on 


nd Game Boy Advance 


What you need: 

| Nintendo GameCube system 

1 Animal Crossing Game Disc 

1 Game Boy Advance system 

| Nintendo GameCube GameBoy Advance cable 


How to connect 
|. Follow the instructions on page 7 to start the game. 
2. When the game begins, connect the Game Boy 
Advance cable in controller port 2, 3, or 4. 
3. With the power on the Game Boy Advance 
turned on, connect the cable to the 
Game Boy Advance. 
4. See page 34-39 for more details 


The Nintendo GameCube Game Boy 
Advance cable will operate as long 
as it is connected to controller port 
2, 3, or 4 


Do not connect the Game Boy 
Advance cable or o Game Boy 
Advance you won't be using 


Game Boy Advance/Nintendo 
GameCube/Nintendo GameCube Game 
Boy Advance cable connection diagram 


Notes on linking: 
The following circumstances might cause a communication error or erase the 
data you saved on your Game Boy Advance: 


1. A cable other than the Nintendo GameCube Game Boy Advance cable is used. 


2. There is a cartridge inside the Game Boy Advance. 

3. There is a loose connection. 

4. The Nintendo GameCube Game Boy Advance cable, Game Boy Advance, 
and Nintendo GameCube are not connected properly. 

5. The Nintendo GameCube Game Boy Advance cable is pulled out while 
exchanging information. 

6. The power on the GameCube or Game Boy Advance is turned off while 
exchanging information or the GameCube's RESET Button is pressed. 


¥ LinKing a Nintendo GameCube . 
a 
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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO® HARDWARE SYSTEM, GAME DISC OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes or patterns, such as while watching TV or playing video games, even if 
they have never had a seizure before. 

* Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

* Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 
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AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 


Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

* If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWARNING - Electric Shock 


To avoid electric shock when you use this system: 


* Use only the AC adapter that comes with your system. 

* Do not use the AC adapter if it has damaged, split or broken cords or wires. 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

* Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


A\CAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube, Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 

R Butt 
correct neutral position, then hold down the Lhe - 
X, Y and START/PAUSE Buttons & & 
simultaneously for 3 seconds. 


Stick C Stick 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 


look for this seal when buying video 
game systems, accessories, games 
and related products. 


Nintendo does not license the sale or use of products without the Official Nintendo Seal. 


THIS GAME SUPPORTS THIS GAME |S COMPATIBLE 
SIMULTANEOUS GAME PLAY WITH PROGRESSIVE SCAN 
WITH ONE, TWO, THREE OR = MODE TVs. 
Gm FOUR PLAYERS AND Progr 
Simultaneous CONTROLLERS. compatible 


THIS GAME REQUIRES A 
— MEMORY CARD FOR SAVING 
— GAME PROGRESS, SETTINGS 
Memory OR STATISTICS. 


Cord 


NEED HELP PLAYING A GAME? 
You can visit our website at www.nintendo.com for game play information. 

For automated game play tips and news, cail Nintendo's Power Line at: 1-425-885-7529. 
This may be a long distance call, so please ask permission trom whomever pays the phone bill. 
Rather talk with a game counselor? 
1-800-521-0900 
Available in U.S, and Canada - $1.50 per minute (U.S. funds) 

Please have Visa or MasterCard ready 


MON. - SUN., 6:00 a.m, to 7:00 p.m., Pacific Time 
Callers under 18 need to obtain parental permission to call. Prices subject to change. 
TTY Game Play Assistance; 425-883-9714 
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High-speed thrills and cutthroat racing drive — F-ZERO MACHINE 


crowds all over the universe wild! 

An antigravity unit known as the “G-Diffuser System” 
allows F-ZERO machines to drive at hyper speed while 
The long-awaited F-ZERO X Grand Prix made its hovering just inches above the track. Through the use of 
return a year ago...and it was Captain Falcon in micro-plasma engines, the maximum speed of these 
machine #07 who took the crown. machines can exceed the speed of sound. 


Now, speed freaks who know no fear are back 
once again. Some come in the name of honor, 
while others covet the final prize. 


Already the motives of the pilots are clashing, and 
the races have just begun... 


F-ZERO CIRCUIT | 


The circuits have anti-gravitational guardrails and are 
set on the outskirts of cities situated high in planet 
atmospheres. The dynamic structure of the courses are 
colossal in scale, as most circuits feature a single lap 
that spans over six miles. 


F-ZERO ~ 
The F-ZERO Grand Prix dates back to the 
26th century. This spectacular race features 
the most technologically advanced machines 
running through several circuits of fast-paced 
hovering action. F-ZERO is known as the 
fastest and most extreme race in the known 
universe, and it's sponsored by the wealthy 
elite who organized the F-ZERO Execution 
Project. The winner of the Grand Prix 
receives big prize money and a great deal of 
prestige...but many pilots have been lost 
pursuing the prize. 
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Lontcols - , . 
¢ The controls shown in this instruction 
booklet refer to default settings. 


You can change the button configuration 
on the Options screen (Pg.30). 


Slide the machine left Slide the machine right 


Z 4 Slide-Turn left bee: £ Slide-Turn right 


Fig.10 Pig.10 


+ [>a *) Drift-Turn left >. = ar Drift-Turn right 
(hold down both) - eT Bea (hold down both) Pg.1o0 


Steer 


(Tilt more for sharper turns.) (While 


o*) ("o> f o L 4 : : (= a 


Machine nose Use Side Attack (am 


Increase speed | Pei oijisiensset 
i | 1 A (While 
<) Decrease flight . | Zz %) Seals 
Decrease speed ' 


Increase flight 


A A Button Use Booster 


Speed up while pressing @. 


By pressing & once, you 
can boost your speed for a 
B B Button limited time in exchange for 


a 
me + Control Pad 
porch 
angles using # 
Pause race and display 


: a given amount of your 
Pause screen. Use Air Brake energy. This feature is 


available after the 1st lap. 
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Slide Turns and Drift Turns 


Use Slide Turns and Drift Turns to maneuver your way 
around tight corners that are impossible to handle using 
only the Control Stick. 


[ Steering only with the Control Stick 


Waza Differences Between 
the Two Turns 


Using the Slide Turn will reduce your speed during 
turns, making it easier for machines optimized for 
Maximum Speed to take a speedy curve. 

On the other hand, Drift Turns will allow you to increase 
speed while taking the turns, which is advantageous for 
machines optimized for Acceleration. 


Changing the Camera Angle 


Change the camera angle during the race by using the 
+ Control Pad. There are four different viewpoints to 
select from. See below for the order of the changes. 


Attacking Rival Machines 


You can bump and harass your rivals by using Spin 
Attacks and Side Attacks. If you force a rival machine 
to retire with an attack, a portion of your energy meter 
will recover. 


Spin Attack 


oN 


cP + (while pressing @) 


Tilt the Control Stick in the direction 
you wish to attack and press the Z Button 


to send your machine into an attack spin. 


This attack will bump your rivals off-course. 


'Side Attack 


+ \%) (while pressing @) 


This attack is most effective when you 
use it with the Control Stick as you inch 
toward a rival machine. 


Getting Started 


Insert a Memory Card in Slot A, set your Game Disc in the 


Nintendo GameCube, close the Disc Cover, and turn on 


the POWER Button. When the title screen appears, press 


START/PAUSE to start your game. 


If you are playing for the first time, you 
should first register your Player Name. Use in 
the Control Stick to select the characters 

then press the A Button to enter them or the 

B Button to cancel. Enter up to eight 

characters to create your Player Name. 

Once you have finished, select "END" to 

confirm your entry. 


WAL TWTHY 


Creating Game Data 
In order to save, you need to create Game 
Data for F-ZERO GX on the Memory Card 
inserted in SI . You need 

/ to create your Game Data. 
The progress of the game will then be 
automatically saved to your Memory Card. 


Title Screen 

When you're finished creating the Game 
Data, the title screen will appear. Press 
START/PAUSE to start your game. 


Memory Card Files 


File Name Content Used blocks 


4 blocks 


Game Data Game Progress 


Options Settings 


Garage Data Customized Machine (Pq. 27) 18 blocks 


Ghost Data Ghost (Pg. 25) 3 blocks per data 


Replay Data Race Replay (Pg. 22) 3 -13 blocks per data 


Emblem Data Emblems (Pq. 28) 3 blocks per data 


* The progress of Grand Prix, Story and Options 
settings is automatically saved as the Game Data. 

* Save as many Ghost Data, Replay Data, and Emblem 
Data as you can fit on the Memory Card. 

* The file size of the Replay Data is determined by the 
total time of the replay footage. Depending on the 
length of the replay, you may not be able to save. 


Memory Card Instructions 


* Do not remove the Memory 
Card or turn the console OFF 
while the file is being saved. 
Doing so may damage your 

_ console or Memory. Card. 


* Refer to the Nintendo GameCube™ Instruction 
Booklet to see how to delete files and format 
Yous Memory Cards lis iit 


13 


PNA) 


| 
i 


/ 


i 


Mode Selection : a 
The Select Mode screen will appear once fe | I a 
you create (or load) your Game Data. Use =) C9 
the Control Stick to select one of the nine 


In this one-player mode, 29 other contestants (30 
modes then press the A Button to enter. 


machines in total) race and battle for the top spot on 
4 the Grand Prix Rankings. 


GRAND PRIx | Play the main mode of F-ZERO GX. 


Grand Prix Mode Flow 


VS BATTLE } Race two to four human opponents. 


U Select Class & Start Race 


TIME ATTACK | Iry to set a record time. © Select Cup © Finish Race 


=) Select Machine 7 View Results 


Take a practice run on the circuit. @ Select Machine Settings (=) Start Next Race 


Play as Captain Falcon and clear missions | Seject Class 
to progress through his story. Before you enter the Grand Prix, you will 

select the difficulty level: Novice, Standard, 
or Expert. The higher the difficulty level, the 
stronger the competition. 


STORY 
REPLAY View the replay scenes saved on your 
Memory Card. 


Customize }| Create an original machine and emblem or 
9. 27 go to the F-ZERO Shop. 


Select Cup THEY Ew 
Select from the three Cups based on your 
technique and experience. All of the Cups 
consist of five courses. When you win a 
Cup in each class, a ¥& will appear next to it. 


Modify various game settings. 


PILOT PROFILES | View pilots’ profiles and listen to their 
theme songs. 


Beginner 
Intermediate 
Emerald Cup _ Advanced 
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Select Machine — 

Select from the machines that are currently : t Select Machine Settings 

displayed. Each machine has different . Use the Control Stick or + Control Pad to 
abilities. Body, Boost, and Grip are rated A to > ath) | adjust the Acceleration/Maximum Speed 
E (A being best, and E being worst) and are = balance. Scroll the line toward the left for 
displayed on the right side of the screen. better Acceleration or to the right for a 
higher Maximum Speed. Use the L or R 


P| A machine with a high body rating will take 
g y 2 Button to change the color of your machine. 


jess damage when crashing into other 
“yj machines or guard beams. 


a a, 2 ) 
Viaximum eed, 


Once you select your machine, the overview 
of the course will appear. Press the A Button 
to enter the Machine Settings screen. 
Remember, the difficulty of the course is 
represented by the number of ®s. 


, More Machines 


You will receive F-ZERO Tickets based on 

your results on the circuit. These Tickets 

will allow you to buy new machines from 

the F-ZERO Shop (Pg.29) in Customize The machine's weight will directly correspond to 
mode. By purchasing new machines, you'll the following machine abilities. 

be able to select those machines in various 

modes. The number of F-ZERO Tickets you Accel Max Grip - Comering ‘Impact of Crash 
earn will be saved as part of your Game Data, so save Light |Good) Slow’ Good) Quick Substantial 


up for the dream machines of your choice. ) Heavy Fas' Bad Slow Minimal 
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OFFICIAL RULES OF F-ZERO GX 
A pilot participating in a Cup will be allowed to have 
spare machines. Only when a pilot has a spare 
= : machine will he or she be allowed to retry a race after 
1-1 To complete a Cup, you must finish all five courses. a retire. 
1-2 Each course consists of three laps. Rank will be In Novice Mode, a pilot will have five spare machines. 
determined at the finish of each race. ; Four machines will be available in Standard and three 
1-3 Your starting position is based on your ranking from in Expert. A spare machine will be awarded when the 
the previous race. The higher you place in a race, the pilot retires five or more rival machines in a single 
farther behind you will start in the next race. race. 
1-4 A driver who completes a course will receive points. If a pilot retires and has no spare machine, the pilot is 


These points will depend on where you rank (finish). disqualified from the Cup, and the game will be over. 
The driver with the most points after the completion of 


the fifth course will be declared the winner. | 
Boost is prohibited during the first lap of all races due | 
SEM EU ROR Donk to the marginal distances between all participating 
Points| 100 | 93 | 87 76 | 71 | 66 | 62 | sa | 54 | 50 | 47 | 44 | 41 | 38 | machines at the beginning of the race. 


22 | 24 | 25 | | 25 27 | 28 If a pilot is driving in the wrong direction, the Execution 
fel lem fl Project will issue a REVERSE warning. The pilot must 


immediately change direction. 
1-5 After all five courses are completed, if two or more 
pilots are in first place, the driver who placed first more 
times will be the winner. If it is still undetermined, Pilots are permitted to replenish their Energy Meters 
whoever had the highest point total after the end of the in Pit Areas. The amount of energy recovered depends 
fourth race is declared the winner. on how much time a pilot stays within the Pit Area. 
These various establishments are necessary for 


When a machine loses a race by falling off the course competition. Pilots may not dispute or disclaim their 
or sustaining an energy loss after completely depleting existence. 

his or her Energy Meter, that pilot must retire. In this PitArea DashPlate  SlipZone Jump Plate Dirt Zone 
case, the machine is subject to termination by the F- A - me 

ZERO GX Execution Project. 

If the pilot decides to RETRY or change the ; , ; 
SETTINGS during a race, it will be treated as a retire, Run over this Runoverthis Your machine Run over this Your speed 


and rule 2-1 will be enforced. toreplenish plate togeta will easily lose plate tohop __ will decrease 
your Energy _ brief speed traction in this up into the air. in this zone. 
Meter. boost. zone. 
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Start Race 

The race will begin once the machine settings are finalized. 
The basic features of the following screen display are 
common to all modes. 


Pause Menu 

Pressing START/PAUSE during the race 
} will bring up the Pause menu. If you don’t 

have any spare machines, the Retry and 
Energy Meter (Gamma = Settings options will not be available. 


When your machine takes damage, your energy meter CONTINUE Continue the race. 
gradually decreases. If you take damage when your enna 
meter is empty, your machine will explode and you will act, 
retire. Enter a Pit Area to recover your energy. (a Spare machine is required). 

After your first lap, the color of the meter will change from SETTINGS Change your machine settings and retry 
red to rainbow. Once the color changes, you'll be able to (a spare machine is required). 

use the Booster as often as you like by using your energy. QUIT Quit and return to the Select Mode screen. 


Restart the race from the beginning 


Ranking/Total Number of Laps 


Results and Rankings 
Current/Total laps When the third and final lap is completed, 


Time ; 
, your rank will appear followed by your 
Total elapsed time | ce statistics. Press the A Button to 


Top Six browse the rankings of the race. 


The current fap 6 1 ; 
pilots appear in M eee Lap Time 
real-time. r =" Olay Ti Be The Results screen that appears shows 
ime splits of each ; ; 
lap. The best lap _| the rankings of the race you just 
time will appear in | completed. You can view the ranks and 
yellow. times of all participants—just tilt the 
Control Stick up and down to scroll 


Spare Machine Number of ; h i 
Number of remaining Rivals You proud ae: he ian 


machines (Pg.19) Speed Meter Retired 
Press the A Button on the Results screen 


Course Radar bi spl oe to view the Total Ranking screen, where 
This mark will appear when a | p4 _ Player receive a skull | YOU Can browse the overall rankings and 


rival approaches from behind. COM—Lead Machine mark, Each skull points. The WA on the left of a pilot's 


will slightl r j j j 
Machines currently in the top 3 will be marked with fiplenieh you | ranking indicates any movements in the 
ranking indicators during the race. After the first race, energy. For every Standings. 
the top racer in the rankings will be marked as five skulls, you 
"RIVAL". If you are the top racer, the racer in 2nd will receive an 


place will be the "RIVAL". extra machine. 


Rival Indicator 


iY MAA\\ 


Press the A Button on the Total Ranking 
screen to display the Replay Menu screen. 


4 VS. Battle mode, select up to four players and 
imultaneously race on a split-screen. Make sure you 


PROCEED Start the next race. connect the proper number of Controllers needed for your 
TO NEXT (nultiplayer play. You can choose from the courses and 
REPLAY View your replay footage achines featured in the Grand Prix mode. 

Save Replay Data to your Memory Card. 
SAVE ; 
REPLAY Three to thirteen blocks of space are VS. Battle Settings 
L required to save a replay. rrange the Number of Laps / Toggle 
quit End the Grand Prix Mode and return to andicap for Machine in Last Place / 
the Select Mode screen. escue After Retire (ON/OFF) / Add CPU 
ivals (none in a 4-player race) / Select the 
Replay th Monitor during the 3-Player VS. Battle. 


Replays show your races from various 
viewpoints. Watching replays is a great way 
to review your race and analyze the course. uring VS. Battle, the screen is divided so each player is 
ssigned a play screen. Player ranks will appear in the 
ape corner of each player's screen. The P2 VS. 


creen and P3 VS. screen can be rearranged. 


. 


be Battle Screen 


PI P2 


Save Replay 

Save the Replay Data of the course you finished to 
your Memory Card. Be sure to select free blocks 
when saving new data. You can also check or delete 
all of your Replay Data by entering Replay. 


Ranking 

Select the number of laps for the race to determine the 
top rankings. If two or more players retire, the player who 
etired first will have the lower rank. The race ends when 
All of the players either retire or complete the race. 


You are allowed to re-enter (RETRY) 2 
the race as long as you have a spare eresing ‘oints 

machine on hand. Make sure you hen the race is over, you will receive points according 
utilize your spare machines to finish fo your rank. Point distribution is subject to change 

the race with a higher ranking. depending on the number of participants. 
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What is a Ghos 


A Ghost is a transparent machine 
that re-enacts your three-lap ‘ 
performance. Outrun your own Ghost 
to improve on your record time. Up to 
five Ghosts can be shown at a time. 


Aim for the Best Time, Total Time, and Maximum Speed 
on each course. Once you complete the Time Attack, the 
top 10 performances can be viewed on the Records 
screen. You can also save your Ghost Data once you 
complete a race. When you select a course, 
you can call up a list of Ghosts (if available) 
by pressing the Y Button. Press the X 
Button to select your Ghost-selected Ghost 
Data will be yellow. 


Saving Ghost Data 
Select Save Ghost from the menu when you have a Ghost 
Data you want to save. To save a new Ghost, select "Create 
a New File". To overwrite a saved Ghost, select "GHOST". 
Overwritten Ghosts cannot be restored, so be careful when 
overwriting. Also, you can check out all of your Ghost Data 
by entering "GHOST." Depending on the amount of data 
and time involved, some Ghosts cannot be saved. 


Practice alone or with rivals on courses 
of any Cups you like. It's a good idea to 
RETRY Retry the Time Attack. run the courses in Practice mode before 
challenging the Cup in Grand Prix mode. 


Rankings Screen 

The top ten rankings will appear once you 
complete three laps. If your time is better 
than the existing record, you will be able to 
register your time in the rankings by 
entering a name of up to 8 characters. 
Press the A Button on the rankings screen 
to display the Menu screen. 


Change your machine settings and retry 


SETTINGS ‘ The same machines that are available in 
the Time Attack. Grand Prix mode are also available in 
SELECT COURSE Return to the Select Course screen. this mode. 


REPLAY View the replay footage Practice Rules 


SAVE Save Replay Data to your Memory Card 
REPLAY Three to thirteen blocks are required (Pg. 22) 

SAVE Save Ghost Data to your Memory Card. 
GHOST = Three blocks are required (Pg. 25). 


You can set the number of laps, CPU participants, 
and the use of the Rescue feature (which continues 
an ongoing race from where you retired) during your 
practice. Aim for the record lap time and maximum 
speed during your practice. 


QUIT End the Time Attack mode and return to the 
Select Mode screen 
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In Story mode, the player takes on the role of Captain 
Falcon and clears missions to race through a thrilling 
storyline. 


Starting the Story 

Select Story on the Select Mode screen to display the 
menu of Story mode. You can only select Prologue and 
Chapter 1 is available from the start. Clear the mission 
of each chapter and purchase the next chapter from the 
F-ZERO Shop (Pg. 29) to start the next chapter. 
Clearing the mission of each chapter will automatically 
save your progress. 


Clear the mission 
of the chapter... 


The next chapter 
is available at the 
Shop... 


Purchase it with your 
F-ZERO Tickets to play 
the next chapter. 


Call up the Replay Data on your Memory 
Card to view replay scenes. See Pg. 22 for 
details on Replay. 


Replay Operations 


@ Switch camera modes 


f= “& Change BGM 


‘TART Pare 


C) Use av to switch between Cancel Replay | 


featured machines 


In Customize mode, you can modify your machines, by 
purchasing new machines, parts, and items at the F-ZERO 


‘Shop and organizing them in the Garage. You can also 


design a new emblem in the Emblem Editor or purchase an 
item or machine parts from the F-ZERO Shop. 


Garage 

If you create Garage Data, you can store up 

to four machines you purchased from the 

shop and customize them in the Garage. 

There are Original F-ZERO Machines and 

Pilot-owned Machines—the Original 

Machine allows you to change parts. Press the B Button to 
finish customization and then you can save Garage Data. 
18 blocks of free space are required to save Garage Data. 


CHANGE PARTS 

You can replace machine parts with new parts you purchase from 
the F-ZERO Shop. Press the L and R Buttons to select the type of 
part and tilt the Control Stick up and down for specific parts. Refer to 
the diagram displayed in the lower-left to check the Body, Maximum 
Speed, Steering, and Acceleration as you build your machine 
CHANGE COLOR 


Select this to change the colors of your machine parts. Press the L 
and R Buttons to select the parts and tilt the Control Stick left and 
right to adjust the color. Create a color using the colors red (R) 
green (G), and blue (B) 

PRINT EMBLEM 

It's possible to print all emblems registered on the Emblem Editor 
(Pg.28) on your machine parts. Select your parts and then choose 
which Emblem Data you want on your machine parts 

DELETE MACHINE 

This allows you to delete your registered machine data. Please note 
that once you delete your machine, the data cannot be restored 


Emblem Editor Edit Screen 
You can create an emblem to be 

printed onto your machine parts. 

Save your emblem so you can print 

it onto your machine in the Garage. 


EditCommands Color Palette 


How to Edit 

On the Edit Command screen, select the icon to be used 
with the Control Stick and press the A Button to enter—in 
this manner, you can edit or create emblems. To change 
commands, press the B Button and select a new 
command. You can change colors by selecting the desired 
color on the palette. Press START/PAUSE to check your 
progress. 


Draw a point. Change the pen size to create various points. 
Erase a point. Change the pen size to delete various points. 
: Fill the selected area with one color. 
| Draw a line using the Control Stick and press the A Button to enter. 


>)| Draw a circular line using the Control Stick. Press the A Button to enter 


Draw a rectangular line with the Control Stick. Press the A Button to enter 


Enlarge the edit screen 


| Draw a solid circle using the Control Stick. Press the A Button to enter 
Draw a solid rectangle using the Control Stick. Press the A Button to enter 


‘~s| Rotate the image \eie| Invert emblem 


Load a sample embiem 2 | Delete everything displayed 


po ~ in the edit screen 
Nn Hold the A Button to undo the action 


fl! Save emblem 


enn| Close the Emblem Editor 


How to Save Emblem Data 

Select the Save icon or the Load icon from the Edit screen 
to display the Emblem List. You can save and load the 
emblem or copy the Emblem Data to another Memory 
Card from this menu. To save a single Emblem Data, you 
will need 3 blocks of free space on your Memory Card. 


F-ZERO Shop 
This shop is where you can purchase 
new machine parts and items using 


the F-ZERO Tickets you earned from 


the Grand Prix, Time Attack, and 
Story modes. All purchased goods 
from the F-ZERO Shop will be saved 
automatically. 


CUSTOM PARTS 

Purchase custom parts to create an original machine. 
The parts are separated into Body, Cockpit, and Booster 
categories. 


Run your customized machine 


Options —— 


Adjust various game settings here and save 
your changes when you exit the Options screen. 
Press the B Button to save the changed setings 
to your Memory Card. 


Controller 

Calibration: Adjust the calibration (pressure range) of the Control 
Stick. Rotate the Control Stick one full revolution and then press 
the A Button. 

Customize: Use the Control Stick to reassign the button functions 
of each Controller and press the A Button to enter. Select your 
button functions by tilting the Control Stick left and right and 
pressing the A Button to enter. 

Rumble: Toggle the Controller's Rumble Feature ON or OFF. 


Memory Card ee 


All Forms of Game Data: Copy and delete all forms of data. py 
Game Data: Save and load Game Data from your Memory Card. Directory. oF dots 


Screen Mode Fc: Machines 


Choose from the standard (4:3) or widescreen (16:9) format. 


Progressive Scan Mode 


This game can be set to display a higher resolution image on 

TVs that support progressive scan mode (EDTV, HDTV). In 

order to use the progressive scan mode, you need a TV that can 
accept this type of input (see your TV operation manual) and a 
Nintendo GameCube Component Video cable (available only 
through Nintendo. Visit www.nintendo.com or call 1-800-255- 
3700). To activate the progressive scan mode, press and hold 

the B Button while the Nintendo GameCube logo is being 
displayed until the message “Display in Progressive Scan 

mode?” appears. Select YES to activate the mode. Please note 7 
that on some TVs, activating the progressive scan mode will set 
the format of the image to a wide screen (16:9) format. 


Sound 
The game is in Stereo sound. To change your sound to Mono, 
select Mono from the Options Menu of the Nintendo GameCube. 
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A bounty hunter with a mysterious past = Sex: M Age: 37 


Captain Falcon is the ever-popular defending 
champion of the F-ZERO Grand Prix, and 
has a reputation as one of the most notorious 
bounty hunters around. Aside from the fact 
that he hails from Port Town, details on his 
background remain elusive. 

BLUE FALCON 

Machine Weight: 2777 Ibs. 
Body: B 

Boost: C 

Grip: B 


A charismatic pilot and licensed M.D. Sex: M Age: 42 


Dr. Robert Stewart became an F-ZERO pilot 
after the death of his father, and even after 10 
years, he's still considered one of the most 
skilled pilots on the circuit. His skills helped 
avert any loss of life on the day of the horrific 
accident four years ago. 
GOLDEN FOX 

Machine Weight: 3130 Ibs. 2a 
Body: D 
Boost: A 
Grip: D 


Hard-boiled ex-military hit man 
Pico was a member of a special unit of the 
Poripoto army and carried out a number of 
dangerous missions. He is very aggressive, yet 
cool-headed enough to do what is necessary 
to survive to the bitter end. Mess with him and 
it will likely be the last thing you do. 
WILD GOOSE 

Machine Weight: 3571 Ibs. 
Body: A 

Boost: B 

Grip: Cc 


Sex: M Age: 124 (7) 


The boss of an intergalactic gang Sex: M Age: 45 
Goroh claims to be a bounty hunter like 
Captain Falcon, but is in reality the leader of 
~) a group of space bandits from the Red 
Canyon. He means to establish himself as a 
: renowned bounty hunter, but Captain Falcon 
always finishes with the upper hand. 
’ FIRE STINGRAY : 
‘ Machine Weight: 4320 Ibs. 2 
Body: A Me = 
Boost: D > 
Grip: B , 


The former Ms. Federation 
Jody is a combat fighter pilot representing the 
Galactic Space Federation. She was crowned 
Ms. Intergalactic Federation because of her 
imeet run in the Grand Prix the previous tah 

he is not the most experienced F-ZER 
pilot, but she's rated highly by many. 
WHITE CAT 
Machine Weight: 2535 Ibs. 
Body: Cc 
Boost: C 
Grip: A 


Sex: F Age: 25 


The triumph of a cyborg pilot 
In the horrific accident four years ago that 
temporarily suspended the F-ZERO Grand 
Prix, Mighty Gazelle was the pilot that 
sustained the severest injuries. Miraculously, 
he survived the accident and was recreated 
as a cyborg with enhanced reflexes. 
RED GAZELLE ty) 

Machine Weight: 2932 Ibs. 

Body: E 

Boost: A 

Grip: Cc 


Sex: M Age 


AAR 


Raw talent from the green land Sex: M Age: 19 The future of planet Takora Sex: M Age: 2? 


Straight from the lush green planet of Giant is At present, Takora stands economically 
Baba, scouted by a member of the F-ZERO Pilot ‘ devastated by the prolonged battle against 
Selection Committee because of his keen anima the Federation. Octoman arose from the ruin, 
instincts and limitless physical prowess. After entering the race in order that the prize 

hard training, Baba's physical acuity has ' money be used for children's education, and 
improved, as has his boasting. to restore hope for his nation's future. 

IRON TIGER DEEP CLAW 

Machine Weight: 3924 Ibs. \ Machine Weight: 2182 Ibs. 

Body: B Body: B 

Boost: D Boost: B &y “ 

Grip: A Grip: Cc ey 


A beast hunter dressed as a dinosaur Sex: M Age: 30 A prehistoric predator reborn Sex: ?? Age: 9 


Beastman became a beast hunter after an Utilizing advanced bio-technology, Bio Rex 
encounter with a huge space crocodile. Having was Created from a fossilized dinosaur egg. 
dealt with all the beasts on his own planet, he Genetic design allowed for the development 
entered the F-ZERO X Grand Prix for of higher brain functions equivalent to that of J 
promotional reasons. There he met Bio Rex, a human. As a carnivorous predator, Bio Rex 
and he now races to contain the beast. is as aggressive as Pico. 

HYPER SPEEDER BIG FANG 

Machine Weight: 3218 Ibs. Machine Weight: 3350 Ibs. 

Body: Cc Body: B j 

Boost: C Boost: D Is 

Grip: A Grip: A 


y An engineer in the driver's seat Sex: M Age: 55 A space monkey's evolved offspring Sex: M Age: 7 
Dr. Clash is an F-ZERO engineer unable to One of Billy's ancestors was a trained rocket 
give up his dream of becoming an F-ZERO pilot and the first monkey in space. Whether 
pilot. He created a special gadget to by genetic predisposition or not, his ability as 
compensate for his limited athletic abilities, , a pilot is truly exceptional, and he's the first 
employed years of research to customize his monkey to enter the F-ZERO Grand Prix. 
F-ZERO machine, and finally got to race. 

CRAZY BEAR MAD WOLF 
Machine Weight: 4894 Ibs. . . Machine Weight: 3285 Ibs. }}} ce) 
Body: A ; Body: B »; w. 


Boost: B \ . Boost: B . 
Grip: E Grip: Cc aoa 
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A fighter for justice night and day 


Sex: M Age 15 

Super Arrow is a hero who defends peace on 

Earth. He entered the last F-ZERO race to chase 

after Zoda but had to register his F-ZERO 

license on the spot. Zoda has entered again, anc 

Super Arrow must do all he can to stop him and 
end his reign of terror. 

KING METEOR 

Machine Weight: 1896 Ibs. 

Body: E 

Boost: B 

Grip: B 


Opposites attracted in any weather 


On the planet Huckmine, the Furikake people 
are taught to always act in pairs. Gomar is not 
athletically gifted but very smart, while Shioh is 
a tall creature who depends on Gomar's 
decisions. These two have been partners for as 
long as they can remember. 

TWIN NORITTA 

Machine Weight: 1719 Ibs. 

Body: E 

Boost: A 

Grip: Cc 


Sex: M Age 


The Federation's lead mechanic 


John, the mechanic of the Galactic Space 
Federation, is in the same unit as Jody 
Summers. Secretly harboring feelings for Jody, 
he entered the race to protect her from danger. 
If by a stroke of luck he wins the Grand Prix, 
he's even considering proposing. 

WONDER WASP 

Machine Weight: 1984 Ibs. 

Body: D 

Boost A 

Grip: D 


sex: M Age 


‘ 
i 


The elegant Mrs. Superhero 


Mrs. Arrow strives to defend her husband 
Super Arrow in and out of the home— she 
even entered the last F-ZERO race to assist 
him. An F-ZERO circuit model before 
marriage, she was the first former circuit 
model to compete as a pilot. 

QUEEN METEOR 

Machine Weight: 2513 Ibs. 

Body: E 

Boost: B 

Grip: B 


Sex: F Age: 27 


The lightning-fast super idol Sex: M Age: 19 


Jack is an ex-pop group member who set the 
entertainment industry on fire by pursuing his 
dream of becoming an F-ZERO pilot, and he 
now wins the hearts of many female fans on 
the F-ZERO scene. Any merchandise with 
Jack's face on it is an instant 

ASTRO ROBIN 

Machine Weight: 2314 Ibs. 

Body: B 

Boost! D 

Grip: A 


The high-speed diva Sex: F Age: 30 
Kate has been chosen once again to sing at 
the opening ceremony of the F-ZERO Grand 
Prix. With her dance moves and soulful vocals 
she consistently tops the charts. Taking full 
advantage of her sense of rhythm and 
athleticism, she plans to take home the prize. 
SUPER PIRANHA 
Machine Weight: 2226 Ibs. 

Body: B 
Boost: C 
Grip: B 
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Captain of a contract flight squad Sex: M Age: 32 


A 


McCloud is the leader of the flight squad 
Galaxy Dog—he converted his combat plane 
into an F-ZERO machine to compete in the 


Grand Prix. During peacetime there is very little 


work available, so he entered his second race 
for the big prize money. 


LITTLE WYVERN 


Machine Weight: 3064 Ibs. 
Body: E 
Boost: B 
Grip: B 


phantom who plots to conquer Earth Sex: M Age: ? 


Zoda is in a long dispute with the hero of 
justice, Super Arrow. He is also marked by 


Captain Falcon, and was once almost captured 


for his bounty. His crazed tendencies come 
from a special device that pumps adrenaline 
and dopamine into his body. 


DEATH ANCHOR 


Machine oe 3571 Ibs. 
Bae 
Grip: 


Michael is the head of the racing clan named 
Bloody Chain, whose numbers exceed ten 
thousand members. He enters the F-ZERO 
race to showcase his skills and to represent 
the entire crew, but his efforts are Mogg. short 
as members depart the clan one by one. 


e Big daddy of the racer clan Sex: M Age: 39 


WILD BOAR 

Machine Weight: 4651 Ibs, 
Body: c 

Boost: 

Grip: 


A pilot ‘til the day he dies Sex: M Age: 98 


People call him "Ironman Silver." Despite 
holding the record for the most F-ZERO 
races entered by a single pilot, he has yet to 
win a Grand Prix. For him it means 
everything to compete, but recently thoughts 
of retirement have also crossed his mind. 
NIGHT THUNDER 

Machine Weight: 3373 Ibs. 

Body: B 

Boost A 

Grip: E 


The fastest in the express delivery biz Sex: M Age: 41 


Roger is a galactic deliveryman famous for his 
policy of "No consignment too dangerous!" 
He's set to enter the race again with Draq in 
machines of unknown ownership. Roger 
wants to focus on finding the owner of the 
machines to complete the delivery. 

MIGHTY HURRICANE 

Machine Weight: 3924 Ibs. 

Body: E 

Boost: B 

Grip: B 


The ultimate F-ZERO fan Sex: M Age: 137 
Draq is a hardcore fan of F-ZERO, has 
dreams of entering himself, and works as a 
cargo ship pilot with oe er Buster. Draq is 
eager to win the Grand Prix before the owner 
of his craft shows up so he can get his very 
own machine with the prize money. 

MIGHTY TYPHOON 
Machine Weight: 2094 Ibs. 
Body: Cc 

Boost: A 

Grip: D 


A fighting spirit and a champion's heart Sex: M Age: 16 


Leon is from the war torn planet of Zou, where 
he lost both his parents during the big war 12 
years back. Suffering the continual effects of the 
war, the people of Zou decided to send one 
F-ZERO machine with Leon as its pilot to 
represent the planet as a symbol of hope. 
SPACE ANGLER 
Machine Weight: 2006 Ibs. 
Body: Cc 

Boost: C 

Grip: A 


An assassin from a mysterious organization Sex: ?? Age: ? 


Mr. EAD is an android created by the 
mysterious development group EAD. He enters 
his Grand Prix to test his 1Q and Al 

' programming. After the last F-ZERO Grand 
Prix, he endured combat training, spy activities, 
college exams, and many other tough ordeals. 
GREAT STAR 

Machine Weight: 4122 Ibs. 
Body: E 

Boost: A 

Grip: D 


Asolo bandit seeking revenge Sex: M Age: 36 


Antonio was the right-hand man of Samurai 
Goroh, but Goroh betrayed and abandoned 
him into the hands of the Galactic Space 
Allies. After his release he became a solo 
bandit, and now his only purpose in life is to 
have his revenge on Goroh. 
GREEN PANTHER 
Machine Weight: 4541 Ibs. 
Body: A 

Boost! B 

Grip: D 


The evil clone of Captain Falcon 


Although listed in the race as 37 years old, 
Blood Falcon is actually a clone created from 
Captain Falcon's DNA. He is capable of 
everything Captain Falcon can do, but he has 
been strictly taught to obey all the commands 
of his evil master, Black Shadow. 

BLOOD HAWK 

Machine Weight: 2579 Ibs. 
Body: B 

Boost: A 

Grip: E 


Sex: M Age: 37 


The grand master of terror 


Black Shadow is a cold-blooded king of evil 
feared by all. However, Captain Falcon has 
seen much success capturing his foot 
soldiers, and Shadow wants nothing more 
than to see the end of this meddling bounty 
hunter, preferably in front of millions of fans. 


BLACK BULL 
Machine Weight: 5158 Ibs. 


5ex: M Age 


Body: A 
Boost: E 
Grip A 


A legend raised from the grave 
The Skull was once the greatest driver from 
the F-MAX Grand Prix, which predates the 
coming of F-ZERO by some 200 years. 
Thanks to the inexplicable powers of science 
and black magic, he returned to this world to 
compete once again. 
SONIC PHANTOM 
Machine Weight: 2226 Ibs 
Body: C 
Boost A 
Grip: D 


sex; M Age: 24 
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Turn the Nintendo GameCube ON and set up the Steering 
Wheel on the Controller section of the Options menu (Pg.3C). 


Move Cursor 
Tilt machine's nose/rear 


2 Giion = Not Used 


, + Control Pad 


Move cursor left 
reeaae Slide machine left 


Move cursor right 


BEE Slide machine right 


/. 2 Button 


Booster 


+ Control Pad 
*) Button 


Enter 
Cy Gulton § Accelerate 


Cancel 


Button Use Air Brake 


BIARI/PAUSE Pause game 


‘ © Refer to the setup guide of the SPEED FORCE™ Force 
Feedback Wheel for any additional information. 
* The above button assignments are the default settings. 
Adjust the configurations on the Controller section of the 
Side Attack: Press the L or R Button twice. Options menu (Pg.30). 
Spin Attack: Hold down both the L and R Buttons as 
you steer the wheel. 
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Large-Scale Moving Cabinet! 

F-ZERO AX will adopt a specialized large-scale moving 
cabinet that allows the player to climb into a cockpit and 
experience the sensation of high-speed flight. The feeling 
of control offered by the unique steering setup and 
awesome graphic power combine to achieve an amazing 
level of immersion and exhilaration not possible with home 
console games. 


Use the F-ZERO License Card to Race for #1! 

If you purchase an F-ZERO License Card, it will contain a 
customizable ship that you can build up and modify. Use 
the custom ship of your dreams to race for the #1 spot! 
There are over 1,000 different variations for custom ships, 
so you Can create all kinds of unique crafts to race. Also, 
the magnetic card will save User 1D, Custom Ship Data, 
Race Data and Pilot Points. 


Internet Ranking 

By using the F-ZERO License Card and playing Time 
Attack mode, players will receive a password that they can 
input into the F-ZERO Internet Rankings to compete with 
players around the world. 


Insert your F-2 3X Memory Card into the Memory 
Card Slot of the F-ZERO AX machine at the arcade to 
link the two F-ZERO games. 


Transferring Your F-ZERO Data 

Earn new ge and other bonus features of the game by 
taking your F-Z ‘ Memory Card into F-ZERO AX 
or F-ZERO AX results back to F-ZE . Take your 
original machine from the Garage (Pg. 27) i in your 
Memory Card for a spin in F-ZERO AX. 


Instructions for Memory Card Use 
¢ Data in the Memory Card can be erased in the case of 
a power surge while saving your data on the F-ZERO 
AX machine. As such, it is highly recommended you do 

not store any data other than the F-ZERO GX data on 
your Memory Card while playing F-ZERO AX. 


* By using the official F-ZERO AX License Card and 
your Memory Card in F-ZERO AX, all of the parts 
recorded on the License Card will also be downloaded 
to your Memory Card when the game is over. When 
you start the game with the two cards, please make 
Sure you insert the Memory Card first then the License 
Card to the machine. If you insert the License Card 
first, the game will not load or save your data to the 
Memory Card. 


° Please do not remove the Memory Card during play as 
this may damage your saved files. 


Important Legal Information me 


Copying of any video game for any Nintendo system is illegal and is strictly prohibited by 
domestic and international intellectual property laws. “Back-up” or “archival” copies are not 
authorized and are not necessary to protect your software. Violators will be prosecuted. 


This video game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. If 
your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 


Warranty & Service Information - 


You may need only simple instructions to correct a problem with your product. Try our web site at 
Ts shsbeade tos or ll cur Conemmer Aasistence Wotlne ot 1000 255-3700 rather than 
retailer. prog tory eb to 7 p.m., Pacific Time, Monday - Sunday (times subject to change). hd 

ele cannot be solved with the troubleshooting information available on-line or over the telephone, yo u will be 

fr esto sr hee re ons TOD TOR REPAIR CENTER. 

Please do not send any products to Nintendo without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be free from 
defects in material and workmanship for twelve (12) months from the date of purchase. If 0 defect covered by this 
warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the 
defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only if the 
date of purchase is ed at point of sale or the consumer can demonstrate, fo Nintendo's satisfaction, that the 
product was within the last 12 months. 


GAME PAK & ACCESSORY WARRANTY 

Nintendo worrants to the original purchaser that the product (Game Paks and accessories) shall be free from defects in 
material and workmanship for o period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will 
repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 
nearest service location. Please do not send any products to Nintendo without contacting us first 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) 1S USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED 
WITH; (d) 1S DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE), IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This worranty gives you specific legal rights. You may also have other rights which vary from state to state or province to 


Nintendo's address is: Nintendo of America Inc., P.O. Box 957, Redmond, WA, 98073-0957, U.S.A. 
This warranty is only valid in the United States ond Conado. 


WARNING: PLEASE CAREFULLY READ THE SEPARATE 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT 
BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME DISC OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes or patterns, such as while watching TV or playing video games, even if 
they have never had a seizure before. 

* Anyone who has had a seizure, loss of awareness, or other symptom linked to an 

epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 

consult a doctor if you or your child have any of the following symptoms: 


Loss of awareness 
Disorientation 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


aO.oan — 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 


Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


* Take a 10 to 15 minute break every hour, even if you don’t think you need it 

* If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

* If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWARNING - Electric Shock 


To avoid electric shock when you use this system: 


Use only the AC adapter that comes with your system. aE 
Do not use the AC adapter if it has damaged, split or broken cords or wires. et 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 

extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 

Make sure the Nintendo GameCube power switch is turned OFF before removing 

the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better 


AXCAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
nd sti 
and sticks to allow them to return to the L Button R Button 


correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons se Se 


simultaneously for 3 seconds. 


Control 
Stick C Stick 


This official seal is your assurance that Nintendo has Connecting Controllers 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when 
buying games and accessories to ensure 
complete compatibility with your 
Nintendo product. 


Up to four players can play 
Mario Golf: Toadstool Tour 
using only one controller. A 
single player can play by 
plugging a controller into any 
of the four controller sockets 
on the front of the Plug your Controller 
Nintendo GameCube™. into any socket! 


\. Seal of Quality 4 


ts are bcensed by sale for use 


THIS GAME IS COMPATIBLE 
WITH THE GAME BOY 
ADVANCE PORTABLE VIDEO 
GAME SYSTEM. 


THIS GAME SUPPORTS 
ALTERNATING GAME 
PLAY WITH ONE, TWO, 
1-4 Ploy THREE OR FOUR PLAYERS 
dae ©=AND CONTROLLERS. 


THIS GAME REQUIRES A 
Pee MEMORY CARD FOR 

~ SAVING GAME 

UCUDtma ~PROGRESS, SETTINGS OR 
Cord STATISTICS, 


THIS GAME IS COMPATIBLE 


Cc ONTENTS 
WITH PROGRESSIVE SCAN —- — 


ve Controls 6 
Starting the Game 8 
NEED HELP PLAYING A GAME? Before You Play 10 


You can visit our website at www_.nintendo.com for game play assistance. 
For automated gare play tips and news, call Nintendo's Power Line at: 1-425-885-7529. 
This may be a long distance call, so please ask permission trom whomever pays the phone bill i tt ng e Ba 1 2 
Rather talk with a game counselor? 


1-800-521-0900 Tee Time! 18 


Available in U.S. and Canada - $1.50 per minute (U.S. funds) 


Please have Visa or MasterCard ready Main Menu 20 


MON.- SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 


Callers under 18 need to ¢ parental permission to call. Prices subject to change. Pi M d 
TTY Game Play Assistance: 425-883-9714 ay ° es 22 
THIS PRODUCT HAS BEEN RATED BY THE Setting Handicaps 29 


ENTERTAINMENT SOFTWARE RATING BOARD. FOR 
INFORMATION ABOUT THE ESRB RATING, OR TO Le d rb rd d Sc rd 0 
COMMENT ABOUT THE APPROPRIATENESS OF THE a e oa an oreca 3 

RATING, PLEASE CC THE ESRB AT 


¥-900-771-3772, OM VISIT WHIWLESRB.ONG Character Introductions 
Mario's Golf Glossary 


EVERYONE 


CONTENT RATED BY 


D0 [potsy) To play games that carry 


surround sound, you w 


SURROUND Surround Pro Logic decode 
PRO LOGic 0 


© 2003 Nintendo/CAMELOT. ™, © and the Nintendo GameCube logo are trademarks 
pyright 

t 4 CAMELOT. M. 3 un 
»-D symbol are trademarks of Dolby Laboratories. 


Cop 


©2003 Nintendo. All rights reserved 


The play screen 


Gonmntrels 


(a> Change shot direction 
| Consider the direction carefully! 
Change clubs Czn3} 
Find the right club! = See pages 12-17 
nee) ror dr 
>) Adjust range marker a. ae 
View the desired landing area! Change shot type iS Pg. 15, Pg. 19 


Start Set 
swing power Auto-swing! 


Use this shot if you 
want to add spinl — impact point, 


Control Camera 


(OQ) Rotate camera 


Change impact a 
— cocaine path A) ew Press @ or Ofor natural spin. 
Start swing Set power oO Oo Topspin 
Pause game View hole layout Make)your i _ 
Display the pause menu. nist 9 Sosa tet ploy si selection quickly! OO Backspin 


) 


Put the game disc into the 
Nintendo GameCube™ 
and insert a Memory Card into Slot A. is = 16 
Close the cover, and press POWER am troadstool;tour 
to turn the system on. Once the title 
screen appears, press START/PAUSE 
to get to the Main Menu. 


If this is your first time playing, 
follow the instructions on page 9. 


[er Pg. 20 
Once you have started a game, various 
scores and statistics will be saved to the 
Memory Card automatically. In some 
game modes, you can save in the middle 
of a game. When you want to continue 
one of these saved games, select 
Continue from the Main Menu. 


4 Memon7 Gard) 


After turning the system on and reaching the title screen, you must 
have a Memory Card inserted in Slot A, or you will not be able to 
save your progress at any time. Insert a Memory Card and follow 
any on-screen instructions. 


*The Memory Card in Slot A must have at least 13 free blocks to 
save your game. 


*Once you save a game, you can continue playing it at any time. 


Please confirm that the Memory Card in Slot A has a Mario Golf: 


Toadstool Tour game file saved on it. 


2 caayocann| game = 


T 
Choose the number of players from the choices on the Main Menu. 


Choose your character from those available on this screen. Press 
© to make your character a left-handed golfer. Press (> once 
more to make your character right-handed again. 


Character Info 025° Pg. 31 
Select Character screen 


The available modes will differ depending 


on the number of players. D> Pg. 22 - Scars >» a 
Play Mode screen 


4 
The available courses differ depending on 
the play mode you select. More courses 
will become available once you meet 
certain conditions in the game. 


Select Course screen 


= 


This is not available in all modes. See pg. 29 for more details. 


@) 


Hole number and par Distance and elevation to 
desired landing point 


Current wind speed 
\ALDEISDY] < Distance from ball to pin and direction 


Say 


Currently- 


selected club Overall score and 


current hole score 


US Fy 15.79.19 ie Cen 


OYeresswing[Checklist) 


Before hitting your shot, gather all the information you can! 


from above. 


Tilt © to change your view. 


Ey Press (¥), @, or \x) to go back 
Ez to the play screen. ¥ 


Before hitting your shot, check the flight path and projected 
landing point using the simulation line. Keep in mind that the 
better you time your shot, the more closely the ball will follow 
the simulation line. 


ts Pg. 16 


4 shows where the ball will 
land. @@-> controls the camera. 
Press ®) to view the lay of the 
green. Press @ or () to return to 
the play screen. 


The grid surrounding your desired landing point can help you read 
the surface slope and differences in elevation. 


There are two different 
nate Fei you 
a 


of swii 
: an auto-swing 


, is probably 


best to earY wills thes cule-cwing. 


y BtheyAuto-swing) 


The Mario Icon shows the maximum distance of 
the current shot based on your club and ball lie. 


Press Qagain to set the 
power and determine the 
distance of the shot. 


The impact-zone timing is 
set randomly inside the 
auto-swing impact zone 
(the blue line on top of the 
power meter). 


*The closer you set the power meter to the Mario icon, the farther your 
ball will fly. If you don’t press any buttons after starting your swing, 
you can redo your swing after the cursor resets. 


&]} Get as close to your desired power as you can! 


BE) Hope that the power meter stops exactly on the 
sweet spot. (It’s random!) 


and a manual swing. Both swings ahs othe Reading the 
power meter shown to the right, but the Power Meter 
bess: is easier oth sg 


Press CA) to start the swing. 


EI} Get as close to your desired power as you can! 
E) Set the impact-zone timing perfectly on the sweet spot! 


PRY So NU Sendo cvto-swing 


mario icon J Power meter Cursor J impact zone 


You have control over more aspects of your swing with the 
manual swing. 


barns 
timing 


Press oO to set the power 
and determine the distance 


As the cursor returns to the 
impact zone, press 

to determine the 
timing. 


If you stop the cursor outside the impact zone, you will miss-hit the ball. 


*If you don’t set the timing, the meter continues all the way to 
the right, resulting in a terrible miss-hit. 


*You control the impact timing giving 
you the chance to make better shots. 


9 Padding}spintto!Manval| shots 


During a manual swing, you can put different s of 
spin on the ball, letting you affect the way the ball moves 
after it lands! 


Spin Commands 


A)A 


oo 


Backspin 


i 


Press CA) to start the swing. 


ZZ 


Step One 


Press oO in to set the 
power and rmine the 
distance of the shot. 


Step Two 


As the power meter returns 
to the sweet spot, quickly 
enter a button combination 
such as 


Step Three 


For best results, enter the spin command within this range. 


*The of the spin command sets the impact-zone timing. 


Py BBeforepyoulswing! 


Choose your club based on the distance you want the shot to go. 
Select a wood (1W, 3W, or 4W) if you want to hit a longer shot. 
Select an iron (3! through 91) for both short and long shots. 

For shorter shots, shots around the green, and bunker shots, 
select a wedge (AW or SW). 


Before each shot, the most conventional club is selected 
automatically. You can use (_) to select a different club. 


@ Change Clubs | cuneatemene 
< The distance a club can hit the 
ball increases as the club's 
trajectory decreases. 


=---~------ > 31 4w 3w IW 


Need More Power? 


Press Ore switch from a regular shot to a 

. (The power meter will turn +) 
Power shots increase the distance the club can 
hit the ball! You have a limited number of 
power shots per round, but if you time both 
the max power and the sweet spot 
accurately, 


Press © to switch to a 


power shot! 
*Press O again to switch back to a (1s) 
normal shot. 


Using the Range Marker 


If you can't find a club in your bag with the exact distance you 
want, use (> <Q) to adjust the range marker ( HD} Tm) above 
the power meter. Use this as a target to time your swing for 
shorter distances. 


Press <®) to shift the marker to the right. 


For example, if you want 
to hit the ball 137 yards, 
you can shift the range 
marker to the right. 


As the cursor reaches the 
range marker, press €) for 
an auto-swing or @ for a 
manual swing. The cursor 
will travel past the range 
o.0 you don’t press 


or @. 
Factor the Wind Speed and Direction into Your Shot! 


Wind can drastically change the flight of your shots! 
Check the wind speed and direction in the upper- 
right corner of the play screen before each shot. The 
arrow indicates the wind direction (and which way 
it will blow your ball)! 


The wind blows in the 
direction of the arrow. 


The higher the number, the 


stronger the wind! 


Wind Direction 


NM 


4 The simulation line and star icon do not account for 
the wind. It’s up to you to alter your shots based on 


the wind. Use 42> QQ to move the range marker 


to the desired distance and tilt @) left or right to 
adjust the shot direction ; 


Press oO to start the swing. 


Adjusting the Impact Point 


Use <b prior to your shot to adjust the impact marker, and check 


the simulation line to see how the different impact points affect 
the flight of the ball. Don’t forget! Even though you can adjust 
the impact marker before your shot, the actual impact point is 
determined once you set the impact-zone timing (see below). 


Change Impact Marker ss or en 


points. When you find the landing point 
you want, you're ready to go! 


While the cursor is in motion, use Oo to adjust the impact point. 
Move the impact point to match it up with the impact marker you 


impact marker 


Tilt @) to line up the impact point with the impact marker. Finish 
your swing with CA) or 8) as you would normally do. 


elf you release © before pressing CA) or oO to set the impact-zone 
timing, the impact point will return to the center of the ball 


For auto-swing shots, once you start the swing, you can adjust the 


impact point using 
side of the impact zone is set 


until the white auto-swing marker on the right 


Use «eh to change the impact marker and 
view simulation lines for different impact 


Lower 
club 
Piste bal 
spin 

trajectory 


Adjust the impact point 


Impact point on top of 


@) 


Tee time! 
a) Ethe)First}Stroke:}tee-Off| 


It’s a good idea to think about 
where your second stroke will 
be while you’re making your 
first stroke. Check the following 
things before your tee shot—or 
any other shot, for that matter! 


Press © to view the hole 
from above. 


Check wind conditions. 


B Ss to set shot direction. 
ea” to set the range marker. 


c®) to select shot type. 
(Je or r@r to view the desired landing point. 


9) Sho Sasond Gives fin Can ho Groen 


On middle and long holes, you should try to get onto the 
green—or as close as possible—on your second shot. Tilt ‘e) 
to select a club that best matches the distance to the green. 


Lie-Factor Percentage 


The percentage displayed in the bottom-right corner is the 
lie-factor percentage. It's based on your lie, and it shows the 
distance that may be added to or deducted from your shot. 
The worse your lie, the higher your percentage is. 


p= € The lie-factor percentage also 
SER yi ~— changes depending on the club. 


? ‘ 
\ Lie-factor percentage 


Lie Condition 


When the ball is within 60 yards 
of the pin, select an approach shot 
by pressing Q. The power meter 
turns blue, and no matter which 
club you choose, the maximum 
distance is sixty yards. Press @ 
to return to a normal shot. 


C/ meyefon|the\cup: 


From the green, if you tilt ©) up 
slightly, you can use the grid to 
read the surface of the green. 
Then, use 6) to adjust the 
direction of your putt based on 
the slope of the green. 

On the green, you can only use a putter 


You can choose between three aaes| 
distances. Select the one that best matches 
the distance to the cup 


4, (Cam Ovs me 
AR 
Press @ to start the swing. 


CaaniGr0 7 


Press either @ or oO to finish! 


*You don’t have to set the power during your backswing! 
You can set the power when the cursor returns towards 
the impact point. This is useful with short putts! 


You can change the range marker using 2 a® 
on putts, too! If the hole is uphill from your ball, you 
should probably set the range marker past the hole to 
compensate for the slope 


a 
Mi 


i 


 ROptions 


ne 
° 
¥2 Mainy/Menu 
Here you can view all kinds of scores and records or 
D 0 make changes to play conditions and other settings! 
The lessons explain things like the 
controls and different shot techniques. 


There’s a lot of useful information 
here, so check it out. 


P \Continve 


You can save any competition mid-game except for the 
tutorial and the time- and ring-attack modes! 


Select Records to view the 
stats for every mode in the 
game. The records are 
saved automatically, and 
there’s a lot to look at. 


Press START/PAUSE during play to access 


the pause menu. Move the cursor to Save iG Qty | 


and press A) to confirm your selection. 


i) se arepeemewenemens }Music | Turn the background music on or off. 
Speer 
_ 1Sound Select from stereo, mono, or surround sound. 


Use © to select from the available save finns 
files and press CA} to save. 
To continue a saved game, select Continue /Rumble | Turn the Rumble Feature on or off. 
from the Main Menu. 
*You can save up to three separate games. 1Data Access data options. 
elf at anytime you choose "continue without 
saving,” the continue option from the Main 
Menu will be removed. 


* If you quit a game in the middle of a hole, 


you will have to start that hole over when 
you resume your game. 


eo Play; Modes 
Q UtyoaiGcinghgei 


Explore more than 10 different play 
modes. Challenge characters head-to- 
head, take them all on in a tournament, 
shoot through rings, collect coins, and 
even complete a round against the 
clock! Try all of the different modes to 
discover all that this game has to offer! 


Press START/PAUSE to bring up the jd 


pause menu and put the game on 
hold temporarily. 


The pause menu options differ 
depending on which mode you are 


playing. 
View the current score and leaderboard. 
View the rules for the mode you are playing. 


Scorecard 


View the controller configuration. 


Controls 


Quit the current hole. Giving up will result in a total 
hole. 


=e. UP score of three times par for 


Save the current game or quit playing. 
Taal ees Restart the current hole from the tee box. 


Next Hole 


Stop playing the current hole and go to the next. 


End Game Quit current game and return to the title screen. 


Quit playing the current mode and return to the 
Main Menu. 


a Rug Change the wind and weather conditions. ({[<y Pg. 27 


Return to Menu 


Number of Golfers 
The number of golfers that 
can play that mode. 


Compete against other characters and [Rusgananpell 
earn best badges. If you save mid- é ms ee 
tournament, your save file will be 
deleted once you finish the 18th hole. 


8B) Best Badges 


If you Collect a lot of these, 
you might get something cool! 


lUnlocki{New,Courses!) 


Win a tournament in order to participate in the next one. 
Winning tournaments also increases the number of courses 
you can acces in the other modes! 


_ One | Two - 
Three ) Four _ 


Two players form one team, and the players take turns 
hitting the same ball. Select a stroke-play (pg. 26), match- 
play (pg. 28), club-slot (pg. 25), or skins-match (pg. 28) 
competition! 


If you only have one human player, you choose 
the other three characters, and the computer 
controls them. Use CA) to confirm character 
selections. Select the characters’ skill levels with 


© and press @ to confirm. 


When playing with two or more players, you can 
set up teams on the screen shown at the right. 
Use @ to select teams and then press @} to 
enter your selection. 


H 


Ey i Doubles 


| Character Match 


BAS 


Compete one-on-one against a computer- 
controlled character using match-play rules. 
(See page 28 for more details about the rules.) 


Two 
~ Four 


Compete by hitting your shots 
through rings placed around the 
course. If you lave more than one 
player, you can select a Challenge 
or Face-Off competition. 

*Challenge mode is the only mode available 


during a one-player game. 


Play six holes against another player and 
compete to see who can complete the 
most holes! 


Challenge 
Pass through the rings and complete the hole by scoring par 
or better! 


*Earn a certain number of stars on each course to unlock other ring-attack 
courses! 


Club Slots uses point-tournament scoring = below). 
Your clubs are selected at the beginning of each hole by 
a slot machine (you always have a putter). After 
selecting Club Slots, choose either Four or Three Slots. 


Using the Club Slots 


Press @ to stop the wheels in order from 
left to right. The first wheel sets your driver, 
i the second wheel sets your medium-range 
SMM iron, and the third wed sets your short- 
range iron. 
eLine up three stars to use all of the clubs in your 
bag! But if you don't get three stars, each star 
on the wheel means you don't get a club 
for that wheel! 


If chose to play Four Slots, the fourth 
ee sets special conditions that are only 
available on that hole—and others that 


carry over! 


Point Tournament Double Bogey 


In this mode, your result for each hole 
determines your points. The table on the 
right explains how many points you 
receive for each result. Hole In One 
Albatross 


Bel | Coin Shoot 
Hit your ball near coins to collect them Py ,- Ps 
and compete to get the highest 4 
os 

Peas 

’ Ye 


number of coins. The ball doesn't have HS 
to hit each coin individually—just get 
within a certain range to collect all the x 
coins in that area. After selecting Coin 
Shoot, select either Quick Cash or 


Cash Cup. 


Quick Cash 


Collect as many coins as possible within a given number of shots. 
Shots landing in water or O.B. will not add any penalty strokes to your 
score. Also, you don’t have to finish the hole. Just focus on the coins! 


Cash Cup 


Collect as many coins as femiey and score par or better. If you score 
worse than par, you will lose all the coins you collected. Shots landing in 
water or O.B. will add penalty strokes to your score. 


(a) Speed Golf ie 


Complete your round as fast as 
possible! The timer starts when you 
start your round, and it keeps track of 
the total amount of time it takes you 
to finish! The three fastest times under 
60 minutes for each course will be 
saved to the Memory Card. 


Stroke Play 


Compete for the fewest total strokes 
on the course of your choice. The 
player with lowest score wins! (You 
can unlock additional courses for 
Stroke Play by winning matches in the 
Tournament mode.) 


Side Games 


Side Games are fun challenges that test your golfing 
abilities! You can even set handicaps when playing with 
two or more players to level the playing field! What are 
you waiting for? 


Birdie Challenge 


Compete on a par-3 course to see how many 
consecutive birdies you can get! 


Practice your drives, approaches, and putts! 
There are novice, intermediate, and expert levels 
that include chip shots, long putts, and even 
shots to help you recover from a bad stroke! 


‘One TO) 
Three Four 


| Training | 


This single-player mode is perfect for practicing your 
game. Choose the course and hole, and play as many 
times as you want. You can also change the wind and 
weather conditions. Training is available on any course 
you have unlocked, so practice the holes that give you 
the most problems! 


[OD Select Option ¢_)> Adjust Settings | 


Changing the Weather Conditions 


Select Change Weather from the pause menu 
to view the screen on the left. Here, you can 
change the wind and weather conditions. 


Press A) or 8) to return to the pause menu. 


Match Play 


In this two-player mode, the player 
with the lowest score on each hole 
receives a medal. The game is over at 
the end of the round, or when it's 
impossible for one player to catch u 
to the other based on the number o 
remaining holes. 


Skins Match 


In this mode for two to four players, 
the player who finishes with the 
lowest score on each hole wins a 
point. If two or more players earn the 
same score, the point for that hole 
carries over to the next hole. Whoever 
scores the most points at the end of 
the round wins. 


pe Near-Pin 


Compete for the shortest total distance 
from the pin. Players have one stroke [im 
per hole, and the distance from each 
pin adds to your total distance. If your 
shot doesn't land on the green, your 
total distance for that hole is 100 feet. 
Go for the shortest total distance! 


2 ae a 


Setting) Handicaps 


NN 


Some of the play modes described in pages 23 through 28 
have an next to their names. In these modes, it's 
possible to set player handicaps. By setting handicaps, 
players with different skill levels can compete more evenly! 


 Btandicap}Screen| 


Press \x) from the Select Course 
screen to view the Handicap screen. 


(« J Select Option « wo, Set Handicap | 


Press Q to return to the play screen or 
press CA) to start the round. 


Simulation Line 


Set this to Landing Point to make the 
simulation line stop where the ball lands. 
Set this to Stopping Point to make the 
simulation line indicate where the ball 


will roll after it lands. 


Set the number of mulligans. A mulligan 
allows a player to rehit any shot without 
taking a penalty stroke. 


Set the tee box for each r. The back 
tee box is farther away from the pin than 
the front tee box is. 


a Leaderboard and Scorecard] fe Character Introductions | 


The leaderboard is used during tournaments, and the scorecard is used in a (Reading Character Data } Casini Oa —- 
number of different play modes. Both the leaderboard and the scorecard are — { Reading Character Data ) shchihtlicthe” Max distance of shot using the 1W. 
displayed when all players have finished a hole. You can also check scores - 

on the scoreboard or leaderboard during a game from the pause menu. 

Move to switch between the leaderboard and the scorecard. . ee 

Press €} or C10 return to the pause menu. , || you choose to ple 
@ Geartihy the lectaboad i 

The statistics for all players participating in a tournament are displayed here. = ae 

Character ~ Gh 3 Hole el BAe ty 

tok or your occ, | The lost hole completed 
find your current calag | isplays . 

in the tournament. \ ae ; Y 

y BReading|the}Scorecard ' a me! I've 
During a tournament, the hole number, par, score, number of putts, and other ae FSO Fos 
statistics are tracked on the scorecard. y, but 

Best Badges 

If you earned any Best Badges during 

the tournament, they oppear here. 

M2i2zy Hey! | adore golf! It 
[ * seems you do, too! 
ma aa Front and Back Nine Sen Want to play a 
Screen depending s fone Gots tes Wom IMPACT: round of 18? 
cn the number of players ond bock nines are displayed CONTROL 
and the play mode, in this column SPIN 


| Smacking the a. 
ball a mile is 


great. Now let 
HWADACT 


CONTRO! Oh dear... I've me show you 
SPiN practiced, but no one what I mean! 
will play me. Will you 
play against me? 


Golf is perfect for 
me, ‘cause | love to 
roam! Why don't we 
square off? 


HLIDACT 
COMTROI 


SPIN 


TLDACT 
COMTRO! 


L SPIN 


Challenge me? You? I'm the 
best golfer in the world. I'm 
not scared! 


Hi! I might be 


small, but I'ma 
HADACT 


huge fan of 
CONTROL What's up? I'm new, 


golf! Care to Sp) i ‘ 
match skills? ; but golf is my thing! 
And I'll go toe-to-toe §=—- Fynyyve, 
to prove it! CONTRO! 
SAL 


I love to golf, 
and now | 

want to play 
other golfers! 
Are you in? 


Mareen eneee 


4 It's me, Diddy! I'm hooked on this game, 
and | wanna show you my skills! Ready? 


You might be gettin’ better, 
but nobody cheats better 
than me! You got that?! 


Bwaaahhh ha HA! I'm so good, golfing 
is starting to get boring! BORING! 


y 


There are even more golfers waiting for the chance to 
hit the green. Do you have what it takes to add them 
to your roster? 


Coming Soon! 


Meri Cd 
fAdvance}Tour) 


Get connected, and hit 
the links! Develop 


your characters in 
Mario Golf: Advance 
Tour and transfer 
them to Mario Golf: 
Toadstool Tour! 


IMario:siGolf[Glossary; 


ME A score of three strokes under par on 
a single hole. It's also called a double 


eagle. 
A short-range shot played to the 


green. 


A club with a distance and trajectory 
between that of a sand and a 
pitching wedge. It's used to hit the ball 
onto the green from short distances. 


The last 9 holes of an 18-hole course. 


A score of one stroke under par on a 
hole. 


A score of one stroke over par on a 
hole. A score of two strokes over par 
— 


over par is a tri 


A sand trap. It's an obstacle in the 
aly that can be difficult to escape 


A shot hit from off the green that goes 
into the cup. 


An implement used to hit a ball, such 
as a wood, an iron, or a putter. 


A hole in the green that players hit the 
ball into. 


A term describing when a player has 

byor se ty: cement elie ae 

re left to play. A dormie hole is 
a hole in which the leading player 
needs only a tie to win the round. 


A shot in which the ball flies to the 

right after being hit and then curves to 
the left before Io landing (for right- 
handed golfers). 


A term to the first shot of a 
par-4 or par- rt bet (usually struck with 


driver or 1W). Best Drive refers to 
longest drive on a hole. 
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| A term used to describe when a player 
| miss-hits the ball by hitting the ground 
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with the club before striking the ball. 


A score of two strokes under par on a 
single hole. 


A term used to describe a tie score. 


A shot in which the ball flies to the left 
after being struck and curves to the 
right before landing (for right-handed 
golfers). 


The groomed lawn that makes up the 
largest portion of a hole. 


A unit of measurement that's one-third 
of a yard and equal to 30.48 
centimeters. 


The first 9 holes of an 18-hole course. 


A designated area with very short 

yom pep eplisiorn = a 
inge is the ring with slig nger 

grass that surrounds the green. 


In real golf, the average ee 
shots over par that it takes a to 
complete a round of golf. A higher 
handicap indicates a novice player. In 
this game, there are a number of ways 
to take a player’s handicap into 
account, 


A wind that travels against the direction 
you want to hit your ball. 


Getting the ball into the cup in one 
stroke. 


A club with a metal head and 
thin spine. High irons travel 
short distances and low irons 
travel long distances. 


3I 


The position of a ball on the ground. 


The path that the ball will travel from its 
lie to the hole. 


A term used to describe par-5 holes. 
A term used to describe par-4 holes. 


A second attempt at a shot when the 
poe doesn't like the results of the 


irst. 


Short for “out-of-bounds” and used 
when the ball lands outside of the 
course. A one-stroke penalty is 
assessed for each O.B. shot. The next 
shot is hit from the same spot the 
0.8. shot was hit from. 


A term used when the player's ball 
has landed on the green. 


The standard number of strokes for 
a hole. 


When a player quits playing the 
current hole and goes to the next 
hole. The player is usually charged 
a penalty. 


Another term for the flagstick that 
marks a hole. A Pin Shot is a shot in 
which the ball directly hits the pin. 


A club used to hit the ball onto the 


green from short distances. 


Using a putter on the green to roll the 
ball towards the cup. 


A club used to roll the ball across the 


green. 


The areas of long grass surrounding 
the fairway. 


The distance traveled from the 
moment a ball hits the ground until 
it comes to rest. 


A dub with a high loft, useful for 
hitting balls out of bunkers. 


@) 


A unit of measurement that's 
equivalent to 0.9144 meters (m). 


the back tee boxes are. 


a . 
+ 
Semi-rough | Tee Shot ALAaTE Cc : 
The area along the fairway with ! The first shot on each hole, hit from tee ae is i) a 
slightly longer grass than the fairway, | box. a ee 
mg yet slightly shorter than the rough. ' Water Hazard z= 
_ Short Hole | Any shot that drops into a body of = 
sae A term used to describe a par-3 hole. | water. A one-stroke penalty is = 
Shot 1_ assessed for each of these shots. The , 
oh base 1 next shot is hit from the area where 7 
A term used to describe hitting the ball + 1. ball traveled into the water hazard. 
Tailwind | Weed | 
A wind that travels in the direction you | Ses ee P | 
want to hit your ball 1 head used for long-range [iii 4 
| shots. The heads for these / 
Tee Box ' clubs were traditional LW 
The place from which you first hit your 0 
ball on a hole. There are both front tee | the name remains the same today. 
boxes and back tee boxes. The front | Vor! 
tee boxes are closer to the green than | 
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Warranty & Service Information 


WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and 
international intellectual property laws. “Back-up” or “archival” copies are not authorized and 
are not necessary to protect your software. Violators will be prosecuted. 


This Nintendo game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. If 
your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 


You may need only simple instructions to correct a problem with your product. Try our web site at 
www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700 rather than going to 
your retailer. Hours of operation are 6 a.m. to 9 p.m., Pocific Time, Monday - sr bela arbors 
Pocific Time, on Sundays (times subject to change). If the problem connot be solved with the 

information available on-line or over the telephone, you will be offered express foctory service through Nintendo 

or referred to the neorest NINTENDO AUTHORIZED REPAIR CENTER. Please do not send ony products to Nintendo 
without contocting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. (“Nintendo”) worronts to the original purchaser that the hardwore product shall be free from 
defects in material and workmanship for twelve (12) months from the date of purchase. If a defect covered by this 
warranty occurs during this worronty period, Nintendo or o NINTENDO AUTHORIZED REPAIR CENTER will repair the 
‘doth bade palad crenapenee free of chorge. The original purchaser is entitled to this warranty only if the 
date of purchase is registered at point of sale or the consumer can demonstrate, 10 Nintendo's satisfoction, that the 
product wos purchased within the last 12 months. 


GAME PAK & ACCESSORY WARRANTY 

Nintendo worronts to the original purchaser that the product (Game Poks and accessories) shall be free from defects in 
material ond workmanship for 0 period of three (3) months from the date of purchase. If a defect covered by this 
worronty occurs during this three (3) month worronty period, Nintendo or o NINTENDO AUTHORIZED REPAIR CENTER will 
repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or coll the Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instonces, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 
nearest service location. Please do not send any products to Nintendo without contacting us first. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: () IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED 
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This worranty gives you specific legal rights, and you may also have other rights which vory from state to state. 
Nintendo's oddress is os set forth on the bock cover of this booklet. 


This worranty is only volid in the United Stotes. 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 


www.nintendo.com 


PRINTED IN USA 


NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


< 


CUSTOMER SERVICE 
WWW.NINTENDO.COM 


or call 1-800-255-3700 
MON. - SAT., 6:00 a.m. to 9:00 p.m.; 
SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 
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NEED HELP WITH INSTALLATION, _ 
MAINTENANCE OR SERVICE? 
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CUSTOMER SERVICE 
WWW.NINTENDO.COM — 
or call 1-800-255-3700 
MON, - SAT., 6:00 a.m. to 9:00 p.m.; ; , 
SUN., 6:00 a.m. to 7:00 p.m., Pacific Time KV 
(Times subject to change) 
A 
a 
meet | 


at , 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 
www.nintendo.com 


NINTENDO 
PRINTED IN USA 


WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO” HARDWARE SYSTEM, GAME DISC OR 


ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light 


orton — 


flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Loss of awareness 
Disorientation 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


A\WARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 


* If your hands, wrists or arms become tired or sore while playing, stop and rest 


them for several hours before playing again 
If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWARNING - Electric Shock 


To avoid electric shock when you use this system: 


Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AACAUTION - Laser Device 


The Nintendo GameCube is a Class 1 laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


L Button R Button 


a ¥ 


Control 
Stick C Stick 


| his official seal is your assurance that Nintendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when 


buying games and accessories to ensure 


complete compatibility with your 
Nintendo produc t. 


THIS GAME SUPPORTS 
GAME PLAY USING ONE 
PLAYER AND CONTROLLER 


THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS 


NEED HELP PLAYING A GAME? 


r automated game play tips and new til Nintendo's Power Line at: 1-425-885-7529 
iy bea 7 distance call r 1 sk per n from whomever pay 
Rather taik with a game counselor? 
1-900-288-0707 1-900-451-4400 
¥ hated pres Step One: Visit All the Rooms That You Can: -- 

Step Two: Vacuum the Ghosts: 

EVERYONE = aes 

* Professor E. Gadd’s Ghost Lecture 

Step Three: Save with Toad 

EsRe Step Four: Defeat a Boss Ghost to Clear an 


Step Five: Empty your Vacuum Cleaner 


we'll celebrate, what do you say?" Pv : 
Luigi tried to follow the map to his new mansion, t but t — o happened that the old man, Professor Elvin 
night was dark, and he became nopelesly lost in an == = ~ Gadd, who lived:near the house, was researching his 
eerie forest along the way. Finally;he came upon a r er ~ favorite subject, ghosts. Luigi.told Professor E. Gadd 
gloomy mansion on the edge of the woods. According to — ~ that his brother Mario was missing, so the Professor 


the map, this mansion seemed to be the one Luigi was — scided to give Luigi two inventions that would help 
_ looking for. As soon as Luigi set foot in the mansion, : search for his brother. 

started to feel nervous. Mario, who should have arrived -_ Luigi’s not exactly known for his bravery..Can he get 
first, was nowhere to be seen. Not only that, but there diy, tid of all the prank-loving ghosts and find Mario? 
were ghosts in the mansion! pa 


osts Galore 


' Jsing Ca ntroller r — The harder you press the 


4 R Button, the more power 
your vacuum will use to suck. * 


First things first, sonny! You've got to learn how to use the 


4 


controller! Read more on the following pages for details. Using the 
GAME BOY® HORROR 
There are two types of control. St 1 is for those just starting out, and 
tep is for those who are a bit more used to the game. The only The Game Boy Horror is a portable 
difference is how you use the Control Stick to move Luigi. You can change ; device invented by Prof. E. Gadd 


controller settings on the Pause screen (pg. 15) or with Options (pg. 21). “titht inn Velie hes (pgs. 28-29). 
“You cannot use the vacuum or move 


Luigi when using the Game Boy Horror 
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J When using the vacuum, i) 

’ =” 


Luigi will move while facing 
a fixed direction until you 
change it 


When you set the controls 
to the Sidestep type, Luigi 
faces a fixed direction even 
when you are just using 
the flashlight 


If a ghost grabs you, tilt the Contr 


Stick and C Stick back and forth t 
t 
hake it off 


* Press and hold the B Button, X Button, and START/PAUSE RIS Mic BASIN no HUG ER RECEE 


simultaneously to reset the game just as you would with RESET. 


1) Control type 


) in front of 
Press \Lw 
: a door. 


you press the A Button when 


Look here now, whipper-snapper! You'd 
better learn these moves so you know what 
to do when you meet a ghost! 


‘ 


tanding in front of an unlocked 


joor, you can open it. If you 


the key to a locked door 


‘These commands apply to the controller when it is set to Standard control type 


When you geta new key, the Floor Map screen will appear to show 


| p= 
Te oe 


acyl «~-ie 


you which door the key fits 


Some ghosts are easier to vacuum when you 


change the control type from Standard to 


Controlling Luigi 
161n7 Guyjjonuog 


GAMEBOY - ® 
Changing the Direction 


of the Flashlight and 
Vacuum Without moving Luigi, you car 4a when standing in 


chanae the direct of the front of the object 


you want to examine 


, Beceem Shine the F 


Controlling Luigi 


—— 


Vacuuming Ghosts 


eT <<a. 


This is Luigi’s most important action. Using the vacuum he 
received from Prof. E. Gadd, Luigi can take the following 
steps to vacuum ghosts. 


ashlight on Ghosts 


(ma 
ue> Q@+ Q 


When a ghost appears, use the C Stick to shine the flashlight on it 
The ghost will be surprised and stop moving. A heart icon will also 


appear in the ghost's chest. When this heart appears, you can suck 


the ghost into the 


vacuum 


Step One 


lf ghosts are too far away when Luigi shines a tight on them, you will not 
be able to vacuum them up even though their hearts have appeared, Try 
to get as close as possibile to ghosts before 
flashing the light on them. One good 
technique is to hold down the B Buttor 

the flashlight off. Use the darkne 


draw the ghosts in close before flashing 


them with the light lias to surprise 
ghosts! 


Sicemiemme Vacuum the Ghosts 


\ Use —-> } 


Once 


activate the vacuum, then suck the ghost in. Next to the ghost’s 


a ghost's heart has appeared, hold down the R Button to 


heart, you will see a number. This number shows the ghost's power, 
ind as you vacuum the ghost, this number will go down. When the 
number reaches zero, the ghost will lose the power to flee and will 


be sucked into the vacuum 


Step Two 


re Fishing! 


16jn7 Buyjjoyyuog 


When the vacuum first contacts the ghosts, they will get upset and 
try to run away. If you let the ghosts resist, their power won't 
decrease. But if you tilt the Control Stick and C Stick in the direction 
opposite from the escaping ghost, then you can hold the ghost with 
the vacuum suction, and its power will begin to decrease. Think of 
this as you would fighting with a fish on a line. Also, tilting away 
from the ghost with the Sticks in short, rapid motions will decrease 


their power faster then constant tilting 


Example 


t The ghost is on the right side of the screen | 


While vacuuming with 
the R Button, tilt the 


Control Stick and C 


SS 


Step Three Fig Expelling Elements L Button 


When the ghost’s power reaches 


n 


zero, continue to hold the R : Your vacuum, in addition to sucking things in, can also expel some 


Button until the ahost is sucked things that have been vacuumed. If you have already sucked an 
» into the vacuum element into your vacuum, you can expel the element later with the 


L Button 


at Are Elemen 


Step Three 
There are three types of energy elements 
fire, water, and ice. You can vacuum these 


elements to expel later when trying to 


capture ghosts of the different eneray type 


Elemental Ghosts 


161n7 Buyjjoyuog 


What if the ghost drags Luigi 


When vacuuming chosts, Luigi can lose 
hearts if he is being dragged. Vacuum 
the ghosts aggressively, and try to keep 


them from dragging Luig 


When you press START/PAUSE during game play, the game will 
temporarily pause, and the Pause screen will appear. You can 
and bills come out of some furniture change the control type by tilting left or right on the Contro| 
and fixtures, and they scatter around the ae : Stick. You can also tilt the Control Stick up 


room. Use the vacuum to quickly ¢ t i ¥: ; ; 
= GER s and down to select Quit and press the A 


Button to stop the game. This option will not 


CO ———— 


How to Expel Elements 


When you vacuu 


Element Meter 


Element Icon 


Elements that appear as icons on your meter can be expelled from the 


vacuum at any time. Press the L Button to expel the element from the 


vacuum. The harder you press the L Button, the more of the element 


will be expelled from the vacuum 


element, the element 
meter vill decrease 
See details on the ngnt 


formatior 


When you quickly press the L Button all 
the way down, you can shoot outa large 


lump of the element 


TT ill ta 


When Should | Expel Elements? 


You can, for example, light unlit candles by expelling fire 
_ighting candies can sometimes cause a change in the room 


You can also damage some achosts with elements 


hat Do | Need to Expel Other Elemen 


lf you want to shoot out an element other 
one you have, you must first find 
and suck up an elemental! ghost of the 
element you want. For example, if you have 
a tire element, but you want to use a water 
element, you must first find and vacuum a 
water elemental ghost. The element in your 


vacuum will then change from fire to water 


Luigi can exoe!l elements until his 
element meter disappears. The 
more element you expel, the faster 
the element meter will run out. You 
can hold the element longer by 
expelling only small amounts ata 
time. Remember that expelling large 
imounts at a time will also cause 


your meter to decrease rapidly 
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/AskiProfessonelviniGadd! 


OK, feller. So now you know exactly what you re supposed to 


do, eh? What s that? You ve still got questions, you say? 
i heart icon shows how healthy 


As you take damage, the 


2g ha happens to tho veneered phot 


" he he: ae , YOU e done | for! 
C nfo paintina Don tle hat happer cause | il beina 
\ ue 
ae real jam, too! Examine all the furniture 
Ii'be having you vacuum all sorts of BRE crag i See 
sree ‘but som C of em need to be e id near ‘ollectt oes lo recover : 
collected from your vacuum immediately. your health. Harts also appear when you vacuum Iwo op more 
These ghosts will have to go through my ghosts a! ones. The bigger the heart is, the more health it helps 


S 


newly invented Ghost Portrificationizer you recover. An eye for an eye, a heart for a he 


dl 


and turned . = something like t 


IAIZ 408S9j01d 4S 


je putting those 
as you bring 
hem to me (pg. 30). Why do we have 


EE ee con ae te S ut ene yous Reig oi 


Because mos 


s why! Read my ghost lecture ‘ paesai f 
5 for more information i= . lim down|here,injthe Lab! | ———e 
im 


m usuaily down here in. my lab 


ippey u 


front of the mansion. But don worry 
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about me, sonny. | can 


lhrough the Game Boy Horro 


e 
2TShauld|iKeolleci{allfofdthese\coins{and[billsmtoc’ i od 
A . - you—it records everything you = See 
Yeah, you r iL lly should, | 0 ona | and sends it down to a‘monitor in the 


ie 210) an see what-all s qoing or 
When you find coins, bills, and jew els in ID. SO 1 Can See What-al sf ING on 
you shouldn t just leave x ' —_ Up there you hear? Sometimes 

~ cod al a ‘) " nan J 
und, now should you ie the Game Boy Horror to send you 


easure you want, cause of advice Just relax and catch those 


| m not particularly interested in the ~ . é ¥ 
vi ; e - gho 
stuff. Im sure you can find some use 7 — ja 


Starting}the;came) 


Now you know how to catch ghosts, right? So let's get 
started already! 


Put the Game Disc and Memory Card into 

your NINTENDO GAMECUBE, close the 

cover, and press POWER to turn the power De Luigi's a 
Mansion 

on. Once the title screen appears, press 

PAUSE/START. The File Select screen will 


then appear 


*You will need a Memory Card to save a game in progress. Insert the 
Memory Card into Slot A. 


The File Select Screen 


You can save up to three games. On the File Select screen, select a 
saved data file and press the Y Button to copy that data to an empty 
ocation. Select a saved data file and press the X Button to erase 


that file. Erased data files cannot be restored, so please be careful 


Data Select Screen 


Which file would you like to load? 


(eedrat® %oo) Select this option to 


previously saved game (pg. 26 


The contents of the saved data 


file will appear on screen 


the game from the be 


Choose this to set play options. See 


the next page for more information 


= ——_—__ ——— 
Continuing a Saved Game 


Select a saved data file on the File Select screen and press the A 


Button. You can then continue playing a previously saved game 


When continuing a game from a saved data file, you will appear in 


Prof. Gadd's Lab. You must choose “The Mansion" to return to the 


start point at the front entrance 


* No saved data files will appear on this screen unless there is a 
Memory Card with previously saved games inserted in the console. 


Options settings can affect game 
? i Use the Contra! Stick 


play in many different ways. Settings te change settings. 


changed here will be saved tovall re = an 
three save files when you save your Rumble ~~ ON 


Controls ~- Standerd =| 
game 


if Sound | B controis 


switch sound settings Choose between the 


p control types 
system equippe 
Surround ee if the brightness 

\onitor is appropriate for this 
game. Follow the directions on the 
reen and adjust the brightness 

our televisior 


ettings On y 


| t View a Pikmin™ Movie 


i Rumble 


set the controller's vibration Press A 1 preview of Pikmin 


———— = oe 


the) ‘Game | Stages in Your Search 


Luigi must capture all of the ghosts he encounters as he walks 
A ° ” ‘ 
Now I'm gonna explain all you need to know once you around the mansion. After capturing a boss ghost, Luigi can then 
get inside the mansion. Don't worry...knowledge isn't a 
heavy burden to carry around, sonny! 


proceed to the next area of the mansion, Each boss controls one 


area of the mansion. Here are some basic steps to follow within 


each area 


the Game Screen 


Visit All the Rooms That You Can 


Vacuum the Ghosts 
Save With a Toad 
Capture the Boss to Clear the Red — 0.27 | 


—————— Empty Your Vacuum 
Element Meter 


eS ‘ Step One Visit All the Rooms That You Can | 


This icon shows the state of Luigi's This will appear during the game 
health. When you take damage, when Boos start to appear There are many rooms in the mansion. You 
this heart will get smaller, and the = 

>. When Luigi approaches a Boo, * will not be able to enter all of them at first 


Step One 


First, I'll explain how to view the game screen 


Game Screen a Boo Radar 
| t = 


| 


Number of coins 
bills, and gold 


Step Three 


bars 


Step Four 


= 2 Step Five 
| 300 Counter 


Playing the Game 
ewer ay} Burheld 


Heart Icon 


number on the right will decrease 


(max. value is 100). When this the lamp will turn red to let Most of the rooms are locked, so you will have 
number reaches zero, your game you Know. to find a key for every door to move on 
will end ‘ : : 


ibaa §=6Element Meter | WOO Page's | 


Bo Boo Counter 


The type and amount of element 
y 


that you can expel will appear here 


The counter displays the number 


when you vacuum up an elemental 


» See page 24 


Vacuum the Ghosts 


When you enter a room, try to capture all the ghosts in that room 
When you have cleared a room of ghosts, the lights will come on 


and brighten the room 


> First, capture all the 
ghosts in the room to 
turn on the lights 


AS you ys the game, the number 

of Bor i s appearing: in the mansion will 
increase. If you want to see Mario again, 
you'd better get as many of them as you 
can. Explore every part of the room and 
use your Boo radar to flush them out and 
capture them with your vacuum. 
Sometimes capturing a certain 
number of Boos will allow you to access 


another room. 


* Boos do not appear in dark rooms. You must first capture all other 
ghosts and brighten the room before you can find any Boos. 


1 


As a result of extensive research, | have 
divided ghosts into several categories. 
Listen up while | explain them here. 


—> . — 
ee eee eee 


Normal Ghosts 


There are several types of normal ghost, each with a 


different shape and size. They are not abnormally difficult 


to capture, because they're, well, normal. 


There are also slightly special 
but you'll have to see page 


more information about them 


Anyway, Boos are the worst! The 


Boos are the ones that kidnapped 
your brother. The Boos ¢ 


hiding somewhere in the mansion 


Rrofessone Gaddis GhostjLecturel 


to Clear an Area 


Save Wit ha Toad | Sicleegeltigg Defeat a Boss Ghost 


When you speak to a Toad, like the one When you reach the end of an area, you will encounter a large 


ont entrance. vou can save vou “hs c | e 
ont entrance, you can Save yout , much stronger than those you have met before. If you 
progress in the game. Doing so will 


Fae at the fre 


it G30 or yes. bat. 


capture the boss ghost, the area will be cleared 
save all items that you have collected 
as well as all rooms that you have 


cleared. Remember to save often and 
every time you complete a difficult par 


f 
oO} tt 


le Game 


How to Save 


Wodd you Lee te neve up te Pht pow? | 7 
rr-@ Speak to Toad, then choose Save and Step Fiv Empty Your Vacuum Cleaner le ; 
: press the A Button. Your previous save = 
» Qpnaiens data will automatically be overwritten with = | wi 13.9 you capture a boss ghost, wwe palo e Pr H E ; ey it 
your new data | Gadd's lab to count all of the captured ghosts. All of the > 


a Portrait Ghosts you have captured will be turned back into 
y f 


paintings, and you can see them here 


=) ” 
j j guinion. » | When you finish pressing the ghosts 
ered or recaee WP Baten @ | you can count your treasure. All of 
Please follow the instructions in the tavioteeedettemayentton ete = | the coins, bills “ale bars, and jewels 


message. that you have gathered will be 


* Please refer to the Nintendo GameCube instruction booklet (pages to your total 


| counted up as G Gold and added 
| 


18-20) for directions on how to format and delete Memory Card files. 
* You can also save at this point. 


When you press the X Button during game Mi : 


fied me.! con 900 you, but yeu 


Use\the|Game)Boy]HorronWisely! 


 Y 
ww This is the portable device | invented to help you search play, you can use the Game Boy Horror tc 
ey the mansion and help you hunt for Boos! ew the mansion from Luigi's perspective 


Use the Control Stick to place the cursor on 


an object you want to search and press the 


Boo Radar be i 
= A Button. You can search a ahost's heart 
¥ for example, to see what lies within it! (A 
© clue, perhaps?) You can also cause various 
The Boo radar is a convenient function when you objects to react by searching. Try checking 
are wandering the mansion in search of Boos. When all sorts of places with your Game Boy 
Luigi enters a room where there's a Boo, the lamr Horror 


on the Boo radar will change from blue to 

When Luigi approaches a Boo's hiding place in the 
room, the lamp will change color from yellow to 
and start to blink. When this happens, examine all 


suspicious objects nearby. The Boo radar responds 


to all Boo-shaped objects of a similar size, though 


Function +h ay Button! Floor Map 


n during game play to display the Floor Map. The rooms 


so just because the lamp is flashing red does not 


mean you will find a Bow 


| Function #2 2-9 iton| Inventory List 


ve 


nt colors depending on what area they belong to and 


u have visited and/or cleared then 


When you press the Z Button during play, you can display a screen of all the 
; you have collected so far. This list is divided into ghosts and treasure 


. 
Use the C Stick to select a ghost on the ghost list screen and pres 


the name of the 
5 the A room you are in 


A room you have 
visited but not yet 
cleared 


Button to view a profile of that ghost | 


Treasure List Screen Ghost List Screen 


ITEM «<@ GHOST 


© x 
ox 106 
ex 0 


Change the floor being displayed by tilting up or down on the Control 
Stick, rotate by tilting left and right, and zoom in with the A Button. Use 


C SELECT G6» 2 ~~ RETURN » CHECK 
the C Stick to scro/l when zoomed in 


a 


| turn the ghosts you capture back 
into paintings and hang'em here! 


You can visit the gallery from Prof. E. Gadd's 
laboratory. Select “The Gallery’ from the 
options on the right and press the A Button. 
The gallery will then appear as the next 
screen. 


Luigi can walk freely around the gallery. The 
paintings of all the ghosts you have captured 
are hanging in the gallery. Stand in front of a 
painting you wish to view and press the A 
Button. 


The painting will then appear enlarged on your 
screen. The type and color of the frame 
changes depending on the size and number of 
pearls you collect when you capture that 
ghost. 
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Important: ss 


WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by 
domestic and international copyright laws. “Back-up” or “archival” copies are not 
authorized and are not necessary to protect your software. Violators will be 
prosecuted. 


This Nintendo game is not designed for use with any unauthorized copying device. 
Use of any such device will invalidate your Nintendo product warranty. Nintendo 
(and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to 
stop operating, disconnect the device carefully to avoid damage and resume normal 
game play. If your game ceases to operate and you have no device attached to it, 
please contact your local authorized 

Nintendo retailer. 


The contents of this notice do not interfere with your statutory rights. 


This manual and other printed matter accompanying this game are protected by 
domestic and international copyright laws. 


The rental of this game without permission of Nintendo or its licensees is strictly 
prohibited. 


For further information or assistance, please contact: 
Nintendo Consumer Assistance Hotline 
1-800-255-3700 (U.S. and Canada) 

Or your local authorized Nintendo retailer. 


Warranty & Service Information: nev. 


You may need only simple instructions to correct a problem with your product. Try our web site at 
wwew.nintendo.com or coll the Consumer Assistance Hotline at 1-800-255-3700 rather than going to your 
retailer. Hours of operation ore 6 a.m. to 9 p.m., Pocific Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pocific Time, on 
Sundays (times subject 10 change). If the problem cannot be solved over the telephone or with the troubleshooting information 
cvoiloble on-line, you will be offered express foctory service through Nintendo or referred to the neorest NINTENDO AUTHORIZED 
REPAIR CENTER™. Please do not send any products to Nintendo without contocting us first. 


HARDWARE WARRANTY 

Nintendo of America lnc. ("Nintendo") warrants to the original purchaser that the hardwore product shall be free from defects in 
moteriol ond workmanship for twelve (12) months from the date of purchase. If o defect covered by this warranty occurs during 
this worranty period, Nintendo or o NINTENDO AUTHORIZED REPAIR CENTER will repoir the defective hordware product or 
component, free of charge. The original purchaser is entitled to this warranty only if the dote of purchase is registered ot point of 
sole of the consumer can demonstrate, to Nintendo's satisfaction, that the product was purchased within the last 12 months. 


GAME & ACCESSORY WARRANTY 

Nintendo worrants to the origina! purchaser that the product (Gomes ond occessories) shall be free from defects in material and 
workmenship for o period of three (3) months from the date of purchase. If a defect covered by this warranty occurs during this 
three (3) month worronty period, Nintendo or o NINTENDO AUTHORIZED REPAIR CENTER will repair the defective product, free of 
chorge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site ot www nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for troubleshooting 
information ond/or referral to the neorest NINTENDO AUTHORIZED REPAIR CENTER. In somne instances, if may be necessory for 
you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location. Pleose 
do net send any products to Nintendo without contocting us first, 


WARRANTY LIMITATIONS 


THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (0) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO 
(INCLUDING, BUT NOT LIMITED 10, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, AND POWER 
SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES {INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED WITH; (d) IS DAMAGED 
BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; 
Of (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS 
APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE 
BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES, SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO 
YOU 


This warranty gives you specific legol rights, and you may also have other rights which vary from state fo state. Nintendo's 
address is as set forth on the bock cover of this booklet 2 


This warranty & only valid in the United Stotes. 
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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATIO), 


AWWARNING - Electric Shock 


To avoid electric shock when you use this system: 


Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AXCAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

* Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 

* Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 


Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 


Sit or stand as far from the screen as possible. 

Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

Take a 10 to 15 minute break every hour. 


OPONa 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 


+ Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play. 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

+ If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

* If you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 


C Stick 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 


look for this seal when buying video 
game systems, accessories, games 
and related products. 


Nintendo does not license the sale or use of products without the Official Nintendo Se. 


THIS GAME SUPPORTS THIS GAME IS COMPATIBLE 
SIMULTANEOUS GAME PLAY WITH THE NINTENDO 
yor WITH ONE, TWO, THREE OR GAMECUBE BROADBAND 
AML FOUR PLAYERS AND MODEM. 
SCO CONTROLLERS. Broadband 
THIS GAME REQUIRES A THIS GAME IS COMPATIBLE 
MEMORY CARD FOR SAVING WITH PROGRESSIVE SCAN 
GAME PROGRESS, SETTINGS MODE TVs. 
OR STATISTICS. Progressive Scan 


compatible 


NEED HELP PLAYING A GAME? 


You can visit our website at www.nintendo.com for game play information. 
For automated game play tips and news, call Nintendo's Power Line at: 1-425-885-7529. 
This may be a long distance call, so please ask permission from whomever pays the phone bill 


Rather talk with a game counselor? 


1-800-521-0900 
Available in U.S. and Canada - $1.50 per minute (U.S. funds) 
Please have Visa or MasterCard ready 


MON, - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 


Callers under 18 need to obtain parental permission to call. Prices subject to change. 
TTY Game Play Assistance: 425-883-9714 


EVERYONE TO PLAY GAMES THAT CARRY THE poo DoLBy | 


DOLBY SURROUND PRO LOGIC |i SURROUND 


LOGO IN SURROUND SOUND, 
YOU WILL NEED A DOLBY IER 


SURROUND PRO LOGIC Ii OR 
DOLBY SURROUND PRO LOGIC Dolby Laboratories. Dolby, Pro Logi 
DECODER, THESE DECODERS ARE 
SOLD SEPARATELY. 


Manufactured under license from 


and the double-D symbol are 
trademarks of Dolby Laboratories 


DOLBY, PRO LOGIC AND THE DOUBLE-D SYMBOL ARE THIS PRODUCT INCLUDES SOFTWARE DER 
TRADEMARKS OF DOLBY LABORATORIES, MANUFACTURED FROM THE RSA SECURITY INC. MD5 MESS 
UNDER LICENSE FROM DOLBY LABORATORIES. © 2003 DIGEST ALGORITHM, COPYRIGHT © 1991 
NINTENDO, TM, ® AND THE NINTENDO GAMECUBE LOGO ARE RSA SECURITY INC. CREATED 1991 


TRADEMARKS OF NINTENDO. © 2003 NINTENDO, ALL RIGHTS RESERVED. 
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OT MANO KART: Double Dash!! 


UE FUEKST fi CHDK OULHOL THE: GD) HAVE 
GEE, KULETHER SU;TESTSTHEIR, MELT 
HAIGH FRIR Hib PROVE THE F Rote S17 
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It’s no longer one kart per player! In single play, one ‘i 


controls the kart, but in co-op mode, two players join 
rule the road! Each 

player controls one 

of the riders. Should 

veteran racers take 

the wheel and leave 

items to the 

rookies? 


orces to 


& GUTTON 


5 = Swap Positions. 
: Switch character positions between the 
front and back. 


Controls =— 


BP S&L ORR EUTION 


Press and hold Z2> or @ © 4 aR Y EUTION 
and use to drift. é 


Use items with the character in 
back. 


b @i GA E all 
Steer. , > ‘ a F EMTTEN c 
Oho Picton 
Accelerate. al 
j is aie a) — 


the Control Stick, \\ 
. } 
é & GUTTON 


“~~ 


the more you turn. 


a 


 ? 


Throw items forward Jo 
or backward. 


= 5 

9 @ e menu selections. Brake /Reverse. 

Se =, Press while racing to brake, and 
@)  STARVPRUSE press when stopped to back up. 


Pause races to view the pause menu. 


a eee 
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SS OL OR R EWTION 


Z & GUTKLN 


Have both players press this button simultaneously to 
switch positions. 


Front Player oO © #aRY eur 
use “D> to diift i Cee Pass items to rear player. 


NINTI Og 
GAME! 'BE 


Rear Player | | Rear Player 
Slide-attack. \ Use items. 


» 


— 
>” 


(sop eurtan 


Front Player 
Accelerate. 


| G SENERUL atikh 


Front Player ras 
<(Q> The more you tilt the Rear Player r riayer 
Do a Double Dash! ! (3>pg. 13 
Control Stick, the A. Throw items forward ca. ogo, 
more you turn. © 


> or backward. 


¢ & EUTIAN 
: Front Player Rear Player 
Rear Player > or Brake /Reverse. 
: Quickly slide your Tosa 


| (Pee 
kart left or right i aa oa 
while attacking. If fi ” Se 
you hit a kart that's Saal 
carrying items, ia 
you ll steal an item. 


Ce STARE/PRMaE 
Pause races to view the pause menu. 
Only Player | can make menu selections. (®2auvmema) 


uD az 
oo ee 


If you press @ ust as Lokitu’s start 
signal turns green, you'll perform a 
Rocket Start. 


ase | we MOMWELE Rah] ———— 


es co-op play you can get an even 
better sare if both the front and 
rear characters perform a Rocket 
Start at the same time. This is called 
a Double Dash. 


Here are some sles techniques to “rn your time behind the 
wheel as fun as possible. 


——_—. 

Ras  ——— 
— 
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You can send your kart drifting into a 
sideways power slide by pressing 
either > or Wa while tilting the 
Control Stick either left or right. 
Drifting lets you take corners without 
= losing speed. 


es TPT AT _————— 
= This is a technique that gives you a split-second turbo burst. The 


Q controls differ between single play and co-op play. There are three ways to steal items from rival karts. However, 
* KUNTRELS you can only steal items if the rear character on your kart is not 


Wise already ink an item. 
S| While ding, tithe = am | ~s 

S32 | Control Stick in the 
direction to your 
turn to perform a counter. 


the Control Stick into = fey ‘ * HRI Tl atkhh 


hn then pes the turn ounter ® Hit an opposing kart while using a Mushroom. 
oo ® Run into another kart while using o Stor. 


| When the Mallu § spar | @ Slide-ottack a rival kart. 
=} | blue, stop drifting to % he 
perform 0 Mini-Turbo. 


yojqQnueg 


£3 4 


a 


if both characters-on the kart = hit ore-carrying items, you'll steal the 
rear choracter’s item, and the front character’s item will fall onto the course. 
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Place the Mario Kart: Double Dash!! Game Disc Gams 


oe eth Sf 


Pap 


in the Nintendo GameCube and close the Disc 
Cover. Next, insert a Memory Card into Slot A 
and press the POWER Button. On the title 
screen, press START/PAUSE when prompted to 
create a game data file. Once a data file is 
created, the title screen will display again. 


Pee 3: STaet 


al 


- ; 
Begin playing. (>> pg. 15) 


View records forall of the courses raced up to this point. point. 
Change game settings and Controller functions. | 


e Sound: Set the sound output to Mono, Stereo, or Surround. 
© Volume: Use () to adjust the volume. 

@ Rumble: Turn the Rumble feature ON or OFF. 

© Time Trials Ghost: Turn the ghost ON or OFF. (> pg. 28) 
e VS. Item Box: Adjust the Item Box settings. ( 2 pg. 29) 

© VS. Laps: Set the number of requisite course laps. 


About Saving 

Game data is saved in the following situations: 

© When you finish a Grand Prix and achieve a new ranking. 
© When you set a new record in Time Trials. 

© When you change Options screen settings and select OK! 


Do not press the POWER Button or rt the Memory 
Card while saving as this may corrupt your game data 


© This game requires 3 empty blocks to create a new game data file. 
© |t takes 5 empty blocks to save | ghost-data file. ( 32 pg. 28) 


Please refer to the Nintendo GameCube instruction booklet for directions on 
how to format and delete Memory Card files. 


anes ULI 7d dal 


@ Select the number of players. 

You can play with one to four players. You will need one Controller per player. 
® Different Player Numbers, Different Game Play. 
The types of game play available differ depending on the number of players 
and how the players are paired up. 


Player Pairing 


= Prix | Tint ne Ti ~ 


©) Selecting Modes 

Use the Control Stick to select a mode and press the A Button. Next, select 
the engine size and press the A Button again. There are three engine sizes: 
50cc, 700ct and 150cc. The larger the engine size, the faster the karts. 


@ Selecting Characters and Karts |eaiimeiieamabaias 
You will need to select 2 characters per kart. MEeteaena 
The karts available will differ depending on the - 
characters selected. ( 3 pgs. 22-23) < 


© Selecting Courses 
Choose the course or stage on which you want to play and get started. 


’ RENCE sEhEk TION - 


For step 4, Player 1 can randomly select all poe characters by 
essing © ond B ot the some time before ony player has 
selected his or her characters. For step 5, courses can be randomly 
selected in the same manner in Versus and Battle modes. 


You can acquire items by running into the Item Boxes you find on 
courses and stages. The items you receive are determined 
randomly. Here are the standard items you will find in the game, 
but keep in mind that there are a items, too. 


(Read more about those items... > pgs. 18-21) 
G Double Item Box 
Ce kek 
Ss Hit one of the ee boxes and Run into one of these and both the 
ok » the rear character will gain an item. | rear and front characters will receive 
~ items. 
: PE, 7 LARRY if TEMS 


S | Characters who are already carrying items when they hit ltem Boxes or 
| Double Item Boxes will not receive any new items. 


es X 


: . She LETTHED) GEL ———— 


2 oe will sometimes fall on the course 

** when karts spin or flip. If you run into items 
) lying on courses or stages, you will be 
affected by those items instantly. 


Here are items that can be found i in ; 
Grand Prix, VS., and Battle modes. .... 


eh Green Shell 


sg Red Shell 


Red Shells seek out karts in front of 
4 and flip them over when they 
strike. 


FINS) 


2m does not o ppedr | in 


This nee came il straight 
for the leader of the pack and 

explodes on impact. Any kart cought % 
in the blast area will flip. a 


pesca 24 


& 

Triple Mushrooms allow you to dash & 

three times in a row. te 

0 

~ 

Stars make karts temporarily ee, 
invincible and increase their to on 
speeds by a hair. Karts hit by Star- —— 
wielding karts will go flying. - 


f 


Characters are divided into three groups depending on 
their size: light, medium, and heavy. 


Tes 0029: 222 


Each pair of characters has a special item (ARES 
that other characters cannot receive. These falas om, ih 
items are picked up in the same way as (ga a 


standard items. 
(>> pgs. 16-17) 


You know him, you love him—the one 
and only Mario! He's retumed to the 
Grand Prix with : 
Fireballs in 
hand. 


He's lean, he's not 
$0 mean, and his 
Fireballs are green! 
\ Everyby's tod 
brother is here, 
too! 


| 


They split up after wr fo thrown and go sailing 
ahead. These powerful pyrotechnics can take out multiple forward 
opponents at once back | 


Only DK and Diddy know 
where these monstrous 
fruit con be found 
Once they're in the 
road, they're tough 
to maneuver 
around. 


fe, sees eee 7 
His charm is in his amazing 

+ tail. Donkey Kong convinced 
“him to roce in the Grand Prix: 


bon ew 
a 


This is Princess Daisy's first 
foray onto the speedways. a 
She's so cute she’s become 
something of an idol 


Normally the epitome of grace, once 


4 
. she’s on the raceway, Princess Peach 
. teally tears it up. 
‘ 


Flying hearts surround the 
royal lodies' karts, and ony 
item that hits them 
becomes theirs to use, A 
cute and handy item 


ees takes core of it wings even in the 


heat of. the, race’) as : An energetic: troublemaker 
ire eh who's ready, to drive’out of 


his father’s shadow: 


Don't let Koopa and 
Paratroopa worry 
about not having 
enough shells. Get 
three at 0 time! 


‘Usually 0 0 5 foithful underling of, Bowser it shows even the ig 
boss n no mercy, duting a Tocca 


we ee 


An awe-inspiring giont 
shell! As it coreens down 
the road, slamming and 
ramming into karts, 

it's the very image 
of Bowser hinse 


This fearsome beast chases karts with reckless 
abandon, pulling the babies behind it at breakneck 


speeds. 


than his older 
brother*so 
ie this is his 


rrr? ani“n wuiLe 


Pr ons res 
— ; a First time SSTEERES | 
Baby Mario ond’Mario.:.together in the same oppearing in 
game? ! ?, He's got quite’an omazing pet this time front, of o'crowd: Ever fond of io’s read h 


sneaky, underhand 
attacks; he's in his 
element when he's 
armed with a 
Bob-omb. 


around! 


Toking a break from 
carrying Mario, Yoshi’s  ¥ 
ready to burn up the 
COUISES These eggs roll down the 
road and home in on 
opponents. When they hit 
and break, they'll drop i 
three more items. 


Toke aim and give your 
opponents an explosive 
surprise. Mess up, and you 


BIRDO MERIWEA might just hit yourself! This 
item's dangerous... 


Birdo's decked out in her favorite bow 
and ready to race! 


Just like the characters, kari are se into three cnsses— igh, Y 

medium, ond apts 
har a Tis chart ilusnates which characters can 

ide in which bats 


OD vion a Medium #: Heavy 
Character Character Character 


MENT RERE PRIRINGS a HWERUY KERE “a 
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pp Light karts have good acceleration but fairly low top speeds. 
They don’t lose too much speed when they go off course. 


L LIGHT KARE LHERAL EER ath 
a 


| | MGRIVH KARE LHPRPE EER abba 


> Medium karts have average acceleration and top speeds. 


—_—_— 


\> Heavy karts have a xilaekte but 
light and medium karts bouncing away i 
lot of speed when they go off-road. 


reat top speeds. Tey send 
they hit them ond lose a 


ee ————————————SSSSSSSeeSeSeEeEesSO 


There are four game modes in Mario Kart: Double Dash! ! 


i Eight karts race through four courses for total points. 
tet tetted § (>> pgs. 25-76) 
= Select a course, and race a set number of laps to see 
Mea hte how fast you can finish. (> pgs. 27-28) 


The only karts on the track are controlled by human 
players. Choose the course and get started. 
) 


(>> pg 29 


| You can press START/PAUSE mid-race to 
halt the game, display the pause menu, 
and quit playing. 
Pick selections with Q. 

with @ 


Contirm 


Return to game play. 

Return to the title screen. 

Begin the race again. 

Return to the Select Course screen. 


Return to the Select Stage screen. 


Return to the Select Battle screen. 
Continue on to the next course. 
Continue on to the award ceremony. 
View the replay you're watching from the beginning. ral 
Race the some course with the same conditions as before. 
Save ghost data. (2 


Return to the Select Character Combination screen. 


0g. 28) ie) 


act 
JUVE Vd 


Yes 


LRENG FRIF 1-2 *;, 


There are three Cups in the Grand Prix mode. Each Cup consists of four 
courses. A race is held on each course, and the participating eight karts 
vie for top honors by aiming for the highest total points. 


anes IL MM SIRF IGE, 
On the Select Cup screen, choose the Cup to be raced. 


mee Comparatively A bit difficult. meee Very hord. 
eo y eT. Great (2) For veteran pe) Designed for 
eeoam for beginners. fia players. x experts. 


one* FSLREEN IER TIM, 


There's lots of information displayed on-screen during races. 


| Rear Character's Front 

Item (Can | Character's Item 
Currently Be Used — 
ane ib ) Total Time } 
Current | 3 
Position Course 


‘Top Four Pairs 


ane? MUR FIVIPRIFIRWLES — 


* Driver Points 


Drivers receive points depending on where they finish races. After racing four 
courses, their total points determine where they place. 


nd Sf 


stk bth It 


10 Points | 8 Points | 6 Points | 4 Points 2 Points | 1 Point | 0 Points 


* Results Screen $Bd— 10000 
Once a race is over, the results screen aC Ce 

will display, showing where each kort  _iaaneaisaieing 

placed and the distribution of points. 


© wuSwRoon cur 


02:22:730 +6 
O2:22:784 + 
O2:22:820 + 

<q) O2:23:602 + 
5 02:26:086 “+ 
02:27:097 | + 
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* Trophies 

Players will take part in an awards 
ceremony if their combined score 
after four races places them in the 
top three. The first-place finisher wins 
a gold trophy, second place wins 
silver, and third wins bronze. After 
each award ceremony, players will 
have the chance to enter thei names 
if new records are set. Trophy data will be saved after name entry is 
completed. ma) 


CONGRATULATIONS! 


la 
hy 


© nusweoom cup 


ABE 


7:43:433 
100<¢ 33 Pomwrs 
. 


-. : es 
name enter |r hin) 


Race courses over a set number of laps to record the fastest completion 
time. Players start races with two Mushrooms in hand. 


acas SLREEN NERA 


{Total Time 
| 
+—] Course Map 
| Current Lop : nel 
and Total Laps — aa By, | : Ss Speedometer | 


sans FIM EB RIFE SIRMLES, ———— 


*Name €Entr, 

When playing Time Trials mode, 
you'll start off by entering your 
name. Use @= to select and 
change letters, then press @ to ve 
confirm your selections. When name wy METRES awl him 
entry is complete, the Select Tr 
Character Combination screen will 
appear. 


* Results Screen 
When you finish a race, the total 
time and individual lap times will 
appear. If your total time is higher 
than current recorded times, the 
rankings will be changed. 


SeELecT move 


GR anD PRix 


204'36:346) Bhi nN 
RA 


Syforse so7(h De NIN 


4, 01:39:370 Big bow 
§.f01:43'612 ZS cur 


Best iaP 00:29:375 NEN 


A TIT TA 


A ghost is a recording of the player's best time played on a particular 
course during Time Trial. You can choose to display this recording as a 
semi-transparent “ghost” that will drive the exact same line as the 
record-setting race. 


gy = _ - eS — _* 
Ghost data can be saved to Memory Cards. Saving ghost data requires 5 | 
blocks per file. You can use the Memory Card in either Slot A or Slot B. 
On the Load nad Save Ghost Data screens, you can switch the Memory 

| Card to save or load ghost data. 

| If the Ghost setting is turned OFF on the Options screen, you will be unable 

| to save or load ghost data. 


J 


OVP EW 


»* Loading Ghost Data 

» Once you select a course that has ghost data saved on the Memory Card in 

) Slot A or B, the Load Ghost Data screen will display. Use @ to select a 

Memory Card and press to display available ghost data. Select the ghost 

) data to be loaded and press €} to confirm your choice. Press @ to return 
to the previous screen. 


& 


»* Saving Ghost Data 

» After finishing a race, or during replay of a race, you can select Save Ghost 

» ftom the pause menu to proceed to the Save Ghost Data screen. Select a 
Memory Card with @ and press € to confirm. Choose which existing ghost 

data you wish to overwrite and press €} to save. 


LE 


ez 


YOU Choose TO OvVerwrire existing ¢ 1 UUTU, TUT QUI Will OD st TOrever. 


UME) Un m - ope CLWNCT oT! 
foes! Vibe l/ al &wt/ & 9RUE LOST 0 


| * If a race takes too long. 
| * If 0 completed race is not faster than the current loaded ghost data. 


D/Qned 


ysog 


If you choose Restart after the race or from the pause menu, either the 
currently loaded ghost data or the fastest data from the current play session 
will be used. 


‘i 


VERSUS 


Come here to race between two and four player-controlled karts. Select 
the course to be raced and hit the road. The race is finished when 
everyone but the last-place racer crosses the finish line. 


anc? GL REENUNEUR ME a$$ 


PI Screen 


n two players are racing 


Ist Place 
Kart 


i] oh 


oo a7 SE! Be Be | 
i ss 


she / I} Uf 
| You can set the percentages at which items appear from Item Boxes on 
| the Options menu. 
| Recommended: All items appear with a balanced frequency. 
| Basic: Powerful items are hard to find. 
| Frantic: Powerful items appear with igh frequency. 
| None: No Item Boxes or Double Item Boxes will appear. 


IG SET 
Ss SF 


You can set the number of laps to be raced in VS. competition on the 


Options menu. 
\ j 
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Here’s an intro to some of the courses you'll see in Grand Prix, Time 
Trials, and Versus modes. 


© AUSHRELPIEUF, 


a 44 Luigi Circuit 


Though the Chain Chomp is a bit noisy, 
this is relatively ach ches The bot 
straight and the back straight run parallel 
to each other, so you'll see your rivals 
coming and going. Whether you opt for 
~ the outside line and the dash panels or 
© cut it close and stay on the inside track is up to you. 


> 


i) 
Ps) 
e Peach Beach >> 
ms’ Princess Peach’s favorite beach resort! 

© Beware the Cataquacks wandering about 

the shoreline. The course changes with the 
tide, so watch the waterline for your 
chance at a big shortcut. 


Bazmay a 
| 44 Mushroom Bridge 


One of the Mushroom Kingdom's most 
famous landmarks. This bridge is well 
traveled, so be careful not to run into 
any commuters. The car carrying all the 
mushrooms looks strangely inviting, 


though... 


Mario Circuit >> ® 


This is the main circuit in Mario Kart: 
Double Dash! ! Familiar denizens of the 
Mushroom Kingdom can be spotted here 
and there. The road’s filled with curves, so 
this is a good place to practice drifting. 


() (GTRRIGUE, _——— 
a 44 Sherbet Land 


A beautiful course covered a blanket of 
white snow. Don’t be lulled into 
complacency though—the ice is very 
ey Careless driving may result in 
multi-kart pileups. 


Mushroom City >> 


This course takes you through downtown 
Mushroom City in the dead of night. It’s 
easy to take a wrong turn and get lost. 
The key to victory is avoiding the inner- 
city atic 


DESH TOKE & 


| On some of the courses, you will find Dash 
| Panels. Steer your kart over one of these 
| to receive a momentary burst of speed. 


Pa ees 
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Need a break from racing? Come here to compete against your friends Pick up the Shine that drops on the course, and a timer will begin counting 


in three different Battle modes on four different stages. down. If you can hold on to the Shine until the timer reaches zero, you win. 
If someone steals the Shine, attack him and get it back before the timer 


reaches zero. All special items are available to every character in this battle 


GALLON Eh $s ~ 
iv 
Lose the balloons attached to your kart and you're out! You'll lose one t When two karts are playing: Y, 
balloon each time you're hit by something or run into any damage-dealing [ine tf 00 
items. Characters can use all special items. Lome) PI Screen Se 
; < 4, Py 1.5 “te 
ag === |:27> el rR 
“ | g 
x ] ‘ 
\ i. WZN|— Stage Map | % 
~ | = = Balloons : 
: ) (nlf |S Ss : 
te [Direction of Shine Seam [Stage Map z 
) YEW Tl kak GRPLLGONS , * HRW Tl REP THE SHIM : S 
= | D Get hit by on enemy's item ottack and spin or flip. D Get hit by an item attack and spin or flip. * 
| 2 Fall off the stage. | @ Drive out of the battle stage. |. 
__ | & Get hit by another kart when it’s using @ Mushroom or a Star | © Get rammed by an opponent who's using a Star ora Mushroom. | 6 
y | Se bros ts | Get hitby 0 Side Aroc. K 
4 Can you regain a balloon? | How to Steal the Shine | ee: 
If you're down to two balloons or less, use either method © or & to | Use technique © or © as listed above to steal the Shine from another =| = 
steal a balloon from an opponent. | kart. is 


t 


= = \ = = — = — —— = a, 
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| BATTLE ODE athhia 


Here are four stages created just for Battle mode. 


Ready, aim, fire! Toss Bob-ombs at opponents and try to hit them. Each time 
you blow up an opponent, you get a point. Depending on the number of 
players, the first to three or four wins. Careful, though: if you get hit, you lose 
a point. In this Battle mode, the only items that appear are Bob-ombs. Each 
character in a kart can carry several Bob-ombs at a time. Explosions from 
your own Bob-ombs do not hurt you. 


[When two karts ore playing: Jimny em | 


Battle atop a giant cookie. Hurl items over 
the four different-colored toppings to hit 
enemies from a distance! 


A square stage made of blocks. Chase 
enemies who throw stuff at you. Watch 
out for the intersection—it's a dangerous 
place to be! 


What's this? A giant Nintendo 
GameCube?! ? There are no obstacles on 
this course, so the action is fast and 
frantic. 


Use the warp pipes to zip from place to 
aps This is wide stage, so you con run, 
ut can you hide? 


Ss 
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Ifyou h bd Maps an over-the-counter 
LAN ca aint aaetecahi, | 


and LAN 
et Dale Dahon om his or her own television. 


| 5k BUG Eh PLR a 


Use mune TVs to have a lananioe match with up to 8 player-controlled karts. 


FN th, set up that item with «> ond press @ to 


stan Once this fnished, you'll move to the LAN Mode title screen. 


Begin Versus LAN play. 


| Select Mode: tate LAN setup options. 


Choose the mo 


Connecting Multiple Nintendo GameCubes With a Hub | 


By using an over-the-counter 1OBASE-T hub and LAN cables, you can 
connect a maximum of § Nintendo GameCubes to enjoy racing with 
friends using up to 8 player-controlled karts. 


Required Equipment 

e Nintendo GameCube system with Broadband Adapters: -----+---- 2 to8 
e Mario Kart: Double Dash! ! Game Discs: -----++--+++++-+++ ] per system 
e Memory Card with Mario Kart: Double Dash! ! save data: -------- 0. to 8 
e Nintendo GameCube Controller; «---++---2++---++---eee+-+s | per player 
6) BASE TMD tes. - S08 -< Sets. eee. ae. gth.. tha ee. eee ] 
e LAN cables compatible with the hub to be used: ----------- 1 per system 


Stondard LAN cables ore straight cables, but some hubs use cross 
cables. For details see the instruction manual of the hub you are using, 
and use the appropriate LAN cables. ~ 


Connection Instructions 

1.Tum all game systems OFF and then connect the LAN cables to the Broad- 
band Adapter of each Nintendo GameCube. 

2.Turn the hub ON. 

3,Place the Mario Kart: Double Dash!! Game Discs in each of the Nintendo 
GameCube systems. 

4 Turn all the game systems ON. 

5.For further instructions, see page 36. 


ae a 


10Base-T compatible hub 


Nintendo GameCube 
and Hub Connections 


Instructions for Connecting 


Nintendo GameCube Game Systems With a Cross Cable 


You can connect two Nintendo GameCube game systems using a cross 
cable compatible with an over-the-counter | OBASE-T hub. 


Required Equipment 

e Nintendo GameCube system with Broadband Adapters: --------+++---+ 2 
@ Mario Kart: Double Dash! ! Game Discs: -----+---+-++-+++--se0+ +2228 2 
e Memory Card with Mario Kart: Double Dash!! save data: ----------- 0-2 
e Nintendo GameCube Controller: «--++---+++--++++++2+2+++08 | per player 


. J OBASE-T Hub compatible CToss cable: PE Re Re ee | 


Connection Instructions 
1.Tum both game systems OFF and then connect the LAN cable to the Broad- 


band Adapter of each Nintendo GameCube. 
2.Place the Mario Kart: Double Dash! ! Game Discs in each of the 
3. Tum all the game systems ON. 
4. For further instructions, see page 36. 
rf Cross cable j t 
Troubleshooting 


Nintendo GameCube systems. 
i es 
You may ence malfunct 
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Important Legal Information ai 


Copying of any video game for any Nintendo system is illegal and is strictly prohibited by 
domestic and international intellectual property laws. “Back-up” or “archival” copies are not 
authorized and are not necessary to protect your software. Violators will be prosecuted. 


This video game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. 

If your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 


Warranty & Service Information si 


You may need only simple instructions to correct a problem with your product. Try our web site at 
www.nintendo.com or call our Consumer Assistance Hotline at 1800"255-3700) rather than aed 
to your retailer. Hours of operation are 6 a.m. to 7 p.m., Pacific Time, Monday - Sunday (times subject to ). 
If the problem cannot be solved with the troubleshooting information available on-line or over the telephone, you will 
be offered express foctory service through Nintendo or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER. 
Please do not send any products to Nintendo without contacting us first, 


HARDWARE WARRANTY 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be free from 
defects in material and workmanship for twelve (12) months from the date of purchase. If a defect covered by this 
warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the 
defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only if 
the date of purchase is registered at point of sale or the consumer con demonstrate, to Nintendo's satisfaction, that the 
product was purchased within the last 12 months. 


GAME PAK & ACCESSORY WARRANTY 

Nintendo worrants to the original purchaser that the product (Game Paks and accessories) shall be free from defects in 
moterial and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER 
will repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, fo the 
nearest service location. Please do not send any products to Nintendo without contacting us first, 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) 1S MODIFIED OR TAMPERED 
WITH; (d) [S DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 
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Nintendo's address is: Nintendo of America Inc, P.0. Box 957, Redmond, WA 98073-0957 U.S.A. 
This worranty is only volid in the United States and Canada. 


AVAULABLE AT YOUR NEAREST RETAILER! 
WWW.NINTENDO.COM 


NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


NINTENDO CUSTOMER SERVICE 
WWW.NINTENDO.COM 


or call 1-800-255-3700 
MON. - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 


Nintendo of America Inc | | | | 
P_O. Box 957, Redmond, WA 98073-0957 U.S.A KI || | | 
www.nintendo.com I “a | INSTRUCTION BOOKLET 


PRINTED IN USA 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying video 
game systems, accessories, games 
and related products. 


— 


” Official ‘ 


Nintendo 


“Seal 


Nintendo does not license the sale or use of products without the Official Ninte 


THIS GAME SUPPORTS 
SIMULTANEOUS GAME PLAY 
WITH ONE, TWO, THREE OR 

eAioume FOUR PLAYERS AND 
Simultaneous CONTROLLERS. 


THIS GAME REQUIRES A 
y MEMORY CARD FOR SAVING 
—_— GAME PROGRESS, SETTINGS 


Memory OR STATISTICS. 
Cord 


THIS GAME IS COMPATIBLE 
WITH PROGRESSIVE SCAN 


MODE TVs. 
Progressive Scan 
compatible 


NEED HELP PLAYING A GAME? 
You can visit our website at www.nintendo.com for game play information. 
For automated game play tips and news, call Nintendo's Power Line at: 1-425-885-7529. 
This may be a long distance call, so please ask permission from whomever pays the phone bill. 


Rather talk with a game counselor? 
1-800-521-0900 

Available in U.S. and Canada - $1.50 per minute (U.S. funds) 

Please have Visa or MasterCard ready 


MON. - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
Callers under 18 need to obtain parental permission to cail. Prices subject to change. 
TTY Game Piay Assistance: 425-883-9714 


(DOLBY) Manufactured under license from Dolby Laboratories. 
DO BOEBY) pir rro' opie and the double‘D symbol ore trademarks 


PRO LOGIC 


of Dolby Laboratories. 


This game is presented in Dolby Pro Logic li. To play games that carry the 

Dolby Pro Logic Ii logo in surround sound, you will need a Dolby Pro Logic Ii 

CONTENT RATED BY Dolby Pro Logic or Dolby Pro Logic ilx receiver. Thes eivers are sold 
sR 


separately 


© 2004 NINTENDO. ALL RIGHTS, INCLUDING THE COPYRIGHTS OF GAME, SCENARIO, MUSIC AND 
PROGRAM, RESERVED BY NINTENDO. TM, ® AND THE NINTENDO GAMECUBE LOGO ARE TRADEMARK 
OF NINTENDO. © 2004 NINTENDO. ALL RIGHTS RESERVED 
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A WAR OF TWO WORLDS 


Once, long ago, a race of creatures called the Luminoth settled on 
planet Aether after many nomadic generations spent roaming the 
universe. They carved out a peaceful existence there, coming to know 
the land and animals and bathing in the power of what they called 
the “Light of Aether.” To prolong the lifetime of the planet, they 
decided to harness this light by building Energy Controllers that 
would be housed in holy temples. They built three of these temples, 
one in each of their settlements, and linked them to their most 
sacred place, the Great Temple. A golden age of peace and prosperity 
blessed them, and they were content. 


The peace would not last, though. They tracked a meteor on a crash- 
course with their planet, and could do nothing but watch as it 
approached. The meteor's strike scorched the earth, cast the seas 
into convulsions, and spread a veil of darkness over all that the 
Luminoth khew:..but, that Was not all. The explosion and the energy 
from the meteor Opened Up a dimensional rift in Planet Aether, 
spawning a second planet that existed in a different dimension 
Dimensional rips'soon bloomed on Light Aether, and an evil race of 
dark creatures ventured forth, spreading violence. The Luminoth 
named these creatures the Ing, and soon created portals to follow 
them into a world they would come to know as Dark Aether. 


This twin planet, which had given birth to the Ing Horde, was a 
poisonous mirror of their own, and the Luminoth retreated from 
its damaging effects. Over time, however, as the Ing continued to 
make war on Light Aether and began to possess both creatures 
and friends, the Luminoth had to return and fight. They set up 
beacons of light that acted as protective oases against the dark 
creatures, and fought tooth and nail against the Ing. The war 
raged, and a stalemate soon became apparent; the Luminoth 
could not defeat the Ing on Dark Aether, and the powerful light of 
Aether was too much for the Ing to overcome. 


The stalemate could not last forever. The planet's energy had 
been divided between the light and dark worlds, and both sides 
wanted to control it. The Luminoth created an Energy Transfer 
Module designed to absorb the energy from Dark Aether, only to 
have it stolen and used against them. Theirtemples fell.one by 
one, until only their last, the Great Temple, remained. With only 
enough planetary energy to support one world, thistemple was 
all that stood between Dark Aether completely eclipsing Light 
Aether, eradicating the last of the Luminoth... 


Into this conflict came a new factor. A Federation ship chased a 
Space Pirate vessel onto the surface and engaged them, only to 
be attacked and decimated by the Ing. After losing contact with 
the troops, the Federation suspected the worst. Unwilling to 
abandon all hope, they sent an urgent message to Samus Aran... 


Mission received from Galactic Federation... 
Locate troops lost in Dasha region of Planet Aether... 


Priority 1... 


GETTING STARTED 
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Set your Metroid Prime 2: Echoes Game 
Disc in the Nintendo GameCube and 
close the Disc Cover, then turn on the 
POWER Button. When the title screen 
appears, press start to proceed to the 
Main Menu screen. 


TITLE SCREEN 
CREATE A FILE 


You must have a Memory Card inserted 
in Slot A with at least 3 blocks of free 
space on it in order to create a file for 
Metroid Prime 2: Echoes. Please refer to 
the Nintendo GameCube instruction 
booklet for instructions on how to format, 
copy, and erase Memory Card files. 


MAIN MENU 


Use the Control Stick to select "Single 
Player’ and then press the A Button. You 
can also select Multiplayer’ if you want to 
play a multiplayer game (see pg. 24). If 
this is your first time playing the single- 
player game, you will then select one of 
the three "New" files and press the A 
Button to begin the game. If you have a 
previously saved game file, choose that 
file to continue from your last save point. 


SAVE STATION 


In order to save your progress in Metroid Prime 2: Echoes, you 
must find Save Stations located all over Aether. When you find 
one of these rooms, enter the saving apparatus. When asked if 
you wish to Save, choose YES and press the A Button. All of your 
progress up to that point will then be saved to the Memory Card 
in Slot A. 
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ERASING FILES 


To erase a file, press the Z Button, choose the file you wish to 
erase, then press the A Button. Remember: once you erase a file, 
you can never recover it, so be careful! 


OPTIONS 


Change various game options by selecting “Options” on the Main 
Menu, pressing the A Button, then selecting the file you want to 
work with and pressing the A Button again. You can also press 
START/PAUSE to access the pause Screen during a game and select 
"Options" from there. 


VISORS 
Adjust Samus's helmet and visor opacity, toggle the helmet display 
lag, and turn the hint system on or off. 


DISPLAY 
Adjust the brightness, dimensions, and alignment of the game play 
screen. 


SOUND 
Adjust the volume of the music and sound effects. 


CONTROLS 
Choose to play with standard control or a reversed Y-axis. You can 
also turn the Rumble feature on or off. 


PROGRESSIVE MODE 

This game can be set to display a higher resolution image on TVs 
that support progressive mode (EDTV, HDTV). 

In order to use the progressive mode, you need a TV that can 
accept this type of input (see your TV operation manual) and a 
Nintendo GameCube Component Video cable (available only through 
Nintendo, visit www.Nintendo.com or call 1-800-255-3700). 

To activate the progressive scan mode, press and hold the B Button 
while the Nintendo GameCube logo is being displayed until the 
message “Do you want to display the game in progressive mode?" 
appears, Select YES to activate the mode. 

Please note that on some TVs, activating the progressive mode will 
set the format of the image to a wide screen (16:9) 
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CONTROLS 


L BUTTON 

Lock on to enemies, scan objects 
in Scan Mode (see page 18), use 
Grapple Beam (see page 21). 


CONTROL STICK 


Move Samus, look around 
(with the R Button). 


+ CONTROE PAD 
Switch visors (s@8 page 18). 


START/PAUSE 


Pause the game and view Samus's 
Data Network (see page 22). 


Select beam weapon 
(see pages 16-17). 


R BUTTON 

Look around (with Control 
Stick), activate Spider Ball in 
Morph Ball mode (see page 20). 


Z BUTTON 
Call up map (see page 22). 


Y BUTTON 

Fire Missiles, fire Missile 
combos (with the A Button), lay 
Power Bombs in Morph Ball 
mode (see page 20). 


< BUTTON 


Switch between*standard and 
Morph Ball modes. 


“4 BUTTON 


Fire beam weapon (press and hold 
to charge), lay Bombs in Morph 
Ball mode (see page 20). 


B BUTTON 

Jump, dash sideways while locked- 
on, activate Boost Ball in Morph 
Ball mode (see page 20), activate 
Gravity Boost while jumping (see 
page 21). 


SAMUS'S INTERFACE 


As you explore Aether from Samus's viewpoint, you'll need to 
master the visor interface. Every part of the readout is essential for 
survival. 


RADAR 

The wedge at the top of the 
circular radar display is Samus's 
field of vision. Enemies within 
the radar's range appear as 
orange dots. 


THREAT 
ASSESSMENT 

This gauge warns Samus of 
nearby environmental dangers. It 
rises in accordance with the 
proximity of the threat. 


VISORS 

The symbols here correspond to 
Samus's different visors. Each 
one is mapped to a direction on 
the + Control Pad—simply press 
the + Control Pad in the 
appropriate direction to select 
that visor (see page 18). 


TARGETING 
RETICULE 

This reticule will automatically 
track enemies. By pressing 
the L Button, you will lock on 
to whatever point is currently 
highlighted. Bear in mind that 
the reticule will change in 
appearance depending on 
which visor Samus is 
currently using (see page 18) 


ENERGY RESERVES 

The numeric display and horizontal gauge tracks the 
amount of energy in Samus's Energy Tank. The 
highlighted squares above the main energy gauge indicate 
Energy Tanks that Samus has in reserve. 


MAP 

A small section of the current 
map, with exits highlighted. If you 
press the Z Button, you'll call up 
the full-screen map (See page 22). 


MISSILE RESERVES 
This numeric display tracks the 
number of Missiles Samus has 
in reserve. When Samus's 
Missiles are armed, this display 
will glow brighter. 


DARK/LIGHT 
BEAM AMMO 
Once Samus acquires the Light and 


Dark Beams, these gauges will 
track how much ammo she has for 
each weapon (see page 17). 


BEAM WEAPONS 
The symbols here stand for 
Samus's different beam weapons. 
Each one corresponds to a 
direction on the C Stick—simply 
tilt the C Stick in the appropriate 
direction to select that weapon 
(see pages 16-17). 


A PLANET DIVIDED... 


Early on in the game, Samus will enter a portal and travel for the 
first time to Dark Aether, the poisoned alternate planet that's like 
a corrupted mirror of the home of the Luminoth. Over the course 
of her adventure, travel between the two Aethers will become 
integral in solving puzzles and navigating the mazelike surfaces of 
the main areas. 


LIGHT AETHER 


The land the Luminoth called home was 
once an idyllic world, but the 
devastation wrought by the meteor that 
produced Dark Aether ruined much of 
its pristine beauty. 


AGON WASTES 


The Agon Plains were scorched into a 
wasteland, the Torvus Forest was 
engulfed. by the sea and transformed into 
a swampland, and. violent beasts soon 
thrived everywhere: 
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TORVUS BOG 


Samus will find many remnants of the 
Luminoth civilization across the land, as 
well as machinery and items left by 
Federation Troopers and Space) Pirates. 


SANCTUARY FORTRESS 


DARK AETHER 


Light Aether's poisonous twin is home to the Ing Horde, who are 


bent on the utter destruction of the Luminoth. The very atmosphere 
damages Samus's Power Suit-this damage is significantly lessened 
once she gets the Dark Suit. 


Fortunately for Samus, the Luminoth found a 
way to create Safe Zones of protective light, 
installing Light Crystals all over Dark Aether's 
terrain that repel the Ing and give respite from 
the atmosphere. They also placed many Light 
Beacons-unlike Light Crystals, these must be 
energized by a shot from Samus's Power 
Beam and are unstable. A Light Beam shot will 
power them for a longer period of time; of 
course, dark energy can completely snuff out a 
Light Crystal. While in the protective Safe 
Zones, Samus will slowly regain energy, but 
until she upgrades her equipment, she will 
slowly take damage while in the darkness. 


LIGHT BEACON 


PORTAES 


To travel between the two worlds, Samus must 
utilize portals. Samus will have to activate most 
of them with a shot from either the Dark or 
Light Beam, or by scanning nearby equipment. 
Navigating the mazelike areas of both worlds 
will depend on jumping back and forth through 
these portals, solving puzzles on both worlds, 
so-rernember where each of them is and utilize 
them, frequently. 


DARK PORTAL 


Samus will find many power-ups that improve both her arsenal and 


her suit, all of which help her access new areas. Early on, she also 


will gain two important abilities, the first of which allows her to 
become a vessel that can transport the Light of Aether back to the 
Luminoth Energy Controllers. The second is a translator that allows 
her to scan and open some Luminoth doors; she will update this 
translator several times over the course of her adventure 

(see page 19). 


Samus finds many weapons over the course of the game, each of 
which will become integral to her success. New to Samus is an 
ammunition system; for the Dark, Light, and Annihilator Beams, she 
will have to collect light and dark ammo to replenish her supplies. 


VARIA SUIT 


Samus's standard Power Suit, built for her by 
the Chozo people, is made even stronger by the |~ 
Varia Suit upgrade. It provides shielding in battle 
and augmented physical strength, and its life- 
support systems allow her to survive in water 
and even space without additional equipment. 


DARK SUIT 


Once Samus finds the Dark Suit, she will be 
able to resist the poisonous atmosphere of 
Dark Aether to a certain extent. Dark matter 
attacks and extreme toxins will still injure her. 


VARIA SUIT 


POWER BEAM 


Fire the Power Beam continuously by rapidly 
tapping the A Button. It becomes much stronger 
when Samus uses the Charge Beam. Hold the A 
Button to charge (which also engages a tractor 
beam effect that draws power-ups toward 
Samus), then release it. The Power Beam can 
open blué hatches and has infinite ammo. 
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POWER BEAM 


DARK BEAM 


The Dark Beam can hinder enemies, extinguish 
Light Crystals, and is effective against Light 
Aether enemies. Charge it to fire an Entangler 
blast, which enshrouds enemies in shadow. 
The Dark Beam can open purple hatches. 


LIGHT BEAM 


This fires beams of light that can pass through 
enemies and set them on fire. It can be used 
to energize Light Crystals, and is effective 
against dark creatures. Charge it to fire a wide- 
dispersing Lightblast that will continually burn 
enemies. The Light Beam can open white 
hatches. 


ANNIHILATOR BEAM 


Fires streams of energy that seek out multiple 
targets and emit sonic waves that can be used 
on sonic-powered devices. Its shots are effective 
against light and dark enemies. Charge it to fire 
a Disruptor shot that stuns enemies. 


DARK BEAM 


LIGHT BEAM 


MISSILES 


Press the Y Button to fire Samus's Missiles, 
which home in on targets and can blast open | 
red hatches and Brinstone impediments. Missile 
Expansions are scattered all over, and each one & 
will up Samus's capacity by five. Every beam 
weapon has a charge combo that can be used 
with Missiles to fire powerful blasts that do various things and open 
certain hatches. Samus must first find these combos before she can 
use them. Once she has, select the appropriate beam, charge fully by 
holding down the A Button, then press the Y Button to fire the blast. 


SEEKER MISSILES 


Fire and home in on multiple targets at once. 
While holding down the Y Button, usé the R 
Button and the Control Stick to move the 
reticule to lock onto to every enemy or target it 
passes over, to a maximum of five. You can 
also lock onto the same target up to five times. 


MISSILE LAUNCH 


SEEKER TARGETING 


VISOR VISION 


Samus's most important tool is her suit, and it can provide her with a 
wealth of information by interfacing with various visors. Samus will 
start the game with two—the standard Combat Visor and the Scan 
Visor—but eventually she'll use four, each of which can bé accessed 
easily by pressing different directions on the + Control Pad. 


COMBAT VISOR 


This default visor is standard for battle, and provides Samus with 
all the general information she needs (see pages 12-13). 


SCAN VISOR 


Scannable items in the environment appear 
cloaked in red, blue, or green light. Green light 
| means the object has been scanned before, red 
light means the item is mission-critical, and 
blue light means you can gather some 
information about the item. If you press and 
hold the L Button while locked onto one of these symbols, the Scan 
Visor will download information. Once it's downloaded enough, the 
visor will display@ message. You can press the A Button to display 
more of the message if it continues off-screen. 


Besides using the Scan Visor to solve puzzles, 
find enemies’ weak spots, and unlock various 
areas in the game, Samus will also frequently 
download pieces of information that can be 
stored in her Logbook. These can be accessed 
by pressing START/PAUSE during game play 
(see page 23) and include creature 
morphologies, Space Pirate and Federation 

: Trooper logs, Luminoth lore and much more. 

Keep in mind that you can go directly to a 

: Logbook entry by pressing START/PAUSE 

immediately after scanning something. 


LOGBOOK 


DARK VISOR 


Once Samus finds the Dark Visor, she can 
better see through Dark Aether's poisonous 
haze and identify invisible and interdimensional 
Objects and creatures. This visor will show the 
Weak points of certain enemies or objects, and 


Js a huge help in total darkness or poor 
weather. 


ECHO VISOR 


After Samus tracks down the Echo Visor, she'll 
be able to visualize sound waves to detect 
invisible enemies and objects: 


LUMINOTH TRANSLATORS 


Over the colirse of the game, Samus will gain 
access to more and more areas by upgrading 
her Luminoth translator module. Keep an eye 
out for illuminated symbols like the one on the 
right. 


ECHOLOCATING 


TRANSLATOR DOOR 


MORPH BALL MOVES xX POWERING UP 


As Samus explores, she'll run into many areas that are too small for 
her to navigate. By pressing the X Button to go into Morph Ball 
mode, however, she'll gain the power to roll herself up into an 
armored ball that can fit in small tunnels and drains. As’she finds 
additional power-ups, she'll expand on the abilities at her disposal 

| while in Morph Ball mode. 


THE BOOST- BALL 


Once Samus finds this power-up, press and 
hold the B Button to build up a speed boost. 
When you release the B Button, Samus will 
accelerate in whatever direction she is rolling 
or even boost up halfpipes. 


THE SPIDER BALL 


Once Samus finds the Spider Ball, she can 
attach herself to specific magnetic tracks. To 
activate the magnet, simply press and hold the 
R Button. The Morph Ball will stay fixed to the 
track as long as you hold the R Button—tilt 
the Control Stick to move and release the R 
Button when you wish to drop off. You can propel upward by laying 
Bombs while attached, or launch out by using the Boost Ball function. 


BOMBS 


Samus will be vulnerable early on in the game, but she'll soon find 
Bombs to arm herself. Samus has an unlimited number of them, but 
she can only lay three at a time. Bombs can be used to destroy 
objects and walls made of Talloric Alloy as well as enemies. By 


BOOST BALL 


SPIDER BALL 


positioning the Morph Ball directly over a Bomb, you can propel it up 


in the air, effectively jumping short distances. 
POVW/ER BOMBS 


Power Bombs are super-powered bombs. Unlike ordinary Bombs, 

Samus will have to replenish them by defeating enemies and 

collecting Power Bomb capsules. Impediments made of Denzium can 

only be destroyed by Power Bombs. Drop these by pressing the Y 

Button while in Morph Ball mode. You can find Power Bomb 

expagpions to augment your supply, but they tend to be well hidden. 
bay 
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There aré many other power-ups scattered throughout the worlds of 
Aether, and all of them will play vital roles in Samus's quest. Scan 
every room for possible power-ups—very often, you'll need to solve a 
puzzle to reach a Specific power-up. 


ENERGY TANK 


Samus will start her adventure with minimal energy reserves. For 
every Energy Tank she tracks down; however, her maximum eneray 
reserve will grow by 100 units. 


SPACE JUMP BOOTS 


The Space Jump Boots will enable Samus to jump a second time 


while airborne. Once she's found the upgrade, jump once by 
pressing the B Button, then press it a second time while she is in 
the air to jump a second time and reach previously distant areas. 


GRAPPLE BEAM 


This lets Samus latch onto specific energy 
nodes, The icon above a node will brighten 

when it is in range; simply press and hold the 
L Button to latch onto it with the Grapple Beam. |« 
You can still shoot while grappling. : 


GRAVITY BOOST 


GRAPPLE NODE 


Once Samus finds the Gravity Boost upgrade, she'll no longer be 


hindered by liquid environments and can float on command while 
underwater-simply press and hold the B Button after performing an 
underwater Space Jump to rise high up through the liquids. 


SCREW ATTACK ‘ 


After executing a Space Jump, press the B Button, repeatedly and with 
good timing to initiate and perform multiple Screw Attacks. As you 
guide Samus with the Control Stick, she'll damage enemies and cross 
huge horizontal distances. 


lf Samus performs a Screw Attack while facing 
and touching certain walls, she will perform a 
Wall Jump-stringing together multiple Wall 
Jumps allows her to climb to great heights. 


DATA NETWORK 


Samus's suit can store immense amounts of data that will help her 
along her journey. Most of these, with the exception of the map, can 
be accessed by pressing START/PAUSE during game play. Once the 
Data Network screen appears, use the Control Stick and the A Button 
to select the Options (pg. 9), Logbook, or Inventory screens. 


MAP 


Press the Z Button during game play to call up 
a 3-dimensional map display of the region 
Samus is currently in. Unless Samus has 
downloaded the full map for that particular 
region, the only areas that will appear will be 
ones that she has explored already. Once she 
downloads the map, however, rooms she has 
explored will glow orange while those yet to be 
explored will appear without color. 


MAP STATION 


Colored dots on the map indicate exits; press 
the Y Button. to bring up a key that will help 
you decipher what weapon Will open each exit, 
as well as pinpoint Specific environment features 
like translators, portals, elevators, ammo- as 
recharge stations, Save stations, and hints. , 
Samus herself will appear aS a green arrow 
pointing in the direction she currently faces. You can zoom in or out 
with the L and R Buttons, move around with the € Stick, or rotate 
the 3-D display with the Control Stick. To view the World, Map, 

simply press the A Button; press the A Button again to zoom_in from 
the World Map. 


INVENTORY 


From this screen, you can learn additional 
information about Samus's current visors, 
weapon systems, armor, movement systems, 
morph ball systems, and other miscellaneous 
topics. Simply select what you want to learn 
about and press the A Button to bring up an 
informational display. 


INVENTORY 


THE LOGBOOK 


As you play through the game, be sure to scan 
anything and everything. Very often you'll learn 
a crucial bit of information by scanning an 
enemy or downloading one of the many logs 
scattered around the twin planets. To view 
information that you have downloaded to your 
Logbook, press START/PAUSE, use the Control Stick to highlight the 
Logbook, and press the A Button. From there, select the data you 
Want to view afd press the A Button to access your Data Network. 
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LUMINOTH LORE 


The Luminoth’s time on Aether has been well-documented, from 


historical writings, to accounts of the war with the Ing, to individual 
warrior's journals. 


SPACE PIRATE LOGS 


The Space Pirate operation on the planet has been rife with conflict 


from the beginning, and these brief logs give a glimpse into their 
goals and the price they've paid. 


TROOPER LOGS 


The Federation Troopers did not die without leaving a, record 


behind—by scanning their bodies, Samus can learn valuable 
information about their doomed time on the planet. 


CREATURES 


Whenever Samus scans an enemy, she will download. valuable 
information regarding weak points and behavioral patterns, as well as 
visual diagnostics of the creature's form. 


RESEARCH 


Many items will help Samus in her quest, and scanning them will 
provide brief informational data for later study. 


MULTIPLAYER MODES 


The single-player adventure is only part of Metroid Prime 2: Echoes; 
you can also battle up to three friends in split-screen, multiplayer 
matches. To get started, simply advance past the title-screen, use the 
Control Stick to select "Multiplayer", and press the A Button. Bear in 
mind that you'll have to have at least two Controllers plugged in to 
access this mode. 


Once on the Multiplayer screen, each player 
should press A to select their character; you 
can also press Y at this time to adjust 
individual options. Once everyone is ready, 
press START/PAUSE to continue to the 
mode-selection screen. 


e wre @ x00 


CHARACTER-SELECTION SCREEN 


DEATHMATCH 


There are two multiplayer modes: Deathmatch 
and Bounty Mode. Tilt the Control Stick to select 
one and press the A Button to proceed. A 
Deathmatch is straightforward-you just hunt the 
other players. You can set parameters for each 
game, choosing either a time limit or a number 
of frags to determine the winner. You can also select the music at 
this time. Once you've set the parameters, press the A Button, select 
an arena to battle in, and press START/PAUSE to start the battle. 


DEATHMATCH 


BOUNTY MODE 


In Bounty Mode, you must first set the time or 
coin limit and music, then pick your arena and 
begin. The object of this mode is not merely to 
eliminate the other players. Instead, each player *® 
starts with a set amount of Bounty Coins, which 

will drop de player is hit with powerful attacks. The coins 


BOUNTY MODE 


are color-coded; white coins are worth 1, aqua coins are worth 5, 
red coins are Worth 10, emerald coins are worth 50, and gold coins 
are worth 100. The goal is to collect as many as possible in the set 
time limit or hit the set coin total first. Sometimes coin chests will 
appear somewhere in the level, so be sure to find them quickly! 
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WARRIOR'S WAYS 


The controls for multiplayer are the 
same as for single-player (pages 10- 
11). Players will start out with basic 
Power Beam functionality as well as 
Morph Ball, Boost Ball, Grapple 
Beam. Space Jump Boots, Spider 
Ball, and Bombs. However, the HUD 
will appear slightly different; you will 
have no spare Energy Tanks, s / 

Missiles, visors, and beams will only MULTIPLAYER DEATHMATCH 
appear when you acquire them, and the ammo counter for Dark, 
Light, and Annihilator Beams will appear numerically only. The radar 
display in the upper left of your screen will still prove integral, as 
red dots will show you where your enemy is. Lock-on will still 
function, but you can escape a lock-on by turning into a Morph Ball 
and using the B Button to boost to safety. 


POWER UPS 
Besides using features like Grapple Nodes and Morph Ball Launchers 
to move around, you must also collect power-ups to attack others. 


HEALTH 


Purple orbs are worth 10 points of health, 
blue orbs are worth 50 points of health. 
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MISSILE LAUNCHER 


This item holds five missiles. You can also acquire 
the powerful Super Missile. 


RANDOMIZER 


Walk into a Randomizer and you will get a random 

power-up. The power-ups include unlimited ammo. for 

beams and missiles, temporary invulnerability or invisibility, super- 

powered weapon strength, or even more obscure weapons like Death 
Ball or Hacker Mode. 


PICKUP CRATES 


Pickup crates could hold the Dark Beam, Light Beam, 
Annihilator Beam, or Power Bombs. 2 
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unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. 

If your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 


Warranty & Service Information = 


You may need only simple instructions to correct a problem with your product. Try our web site at 
www.nintendo.com or call our Consumer Assistance Hotline at 1¥800°255-3700, rather thon 

to your retailer. Hours of operation are 6 a.m. to 7 p.m., Pocific Time, Monday - Sunday {times subject to }. 
If the problem connot be solved with the troubleshooting information available on-line or aver the telephone, you will 
be offered express factory service through Nintendo or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER. 
Please do not send any products to Nintendo without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be free from 
defects in material and workmanship for twelve (12) months from the date of purchase. If a defect covered by this 
worronty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the 
defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only if 
the date of purchase is registered at point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the 
product was purchased within the last 12 months. 


GAME & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (games and accessories) shall be free from defects in 
material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
worronty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER 
will repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for 
information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 

it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 

nearest service location. Please do not send any products fo Nintendo without contacting us first. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED 
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province 
to province, 


Nintendo's address is: Nintendo of America Inc., P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 
This warranty is only valid in the United Stotes and Canada. 


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 


WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AAWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 
Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 


Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


aron— 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 


+ Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play. 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

+ If your hands, wrists, arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

* Ifyou continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 


AWARNING - Electric Shock 


To avoid electric shock when you use this system: 


Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


ACAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 

To reset the controller, release all buttons 
and sticks to allow them to return to the 


L Button R Button 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons & & 
simultaneously for 3 seconds. 


Control 
Stick C Stick 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 


look for this seal when buying video 
game systems, accessories, games 
and related products. 


Nintendo does not license the sale or use of products without the Official Nintendo Seal. 


Propresi e Scan 
| Player compatible 


—/ 
Memory 
Cord 


EVERYONE 


PRO LOGIC I 


Official 


Seal 


ow 
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ts Pa a 
So [ctf headed for Rogueport, where he knew 


Readh was waiting...but she was nowhere to be 
found. Where had she gone? 


iol When Mario started to walk around town to 
i Hee. eye sale in th look for her, though, he found himself in the 
Lg PL tat ay, Mhay ing peti middle of a sticky situation. He ended up 
Mushroom Kingdom. ; helping a sweet Gocmiba gal who.w. was.in 
eh flame was Goombella, and she , 

cla 


a 7 4 
In my travels, | came into possession of a 
mystical map...a treasure map, actually. It 
was inside a box | got from an old merchant 
in a town called Rogueport. 


fo be in the midst of a treasure hunt. 


When Mario Sioa her that he had a fieqeure f 
‘op. Goombella took him to see Professor 
nkdy, ¢ a wizened old archaeology professor | 

© knew much of local legend. :: 


7 


But since it ‘would be too 0 difficult for me to 
try to go find treasure” all ‘by'myselfind- 
thought you could’ help me hunt for if! You Re 


i hicattis to the lente in pes to find the. 
they would have to first 
ind Gnd collect all seven Gye] Gas. Only 


ill, of co 4 > : sn Would they be able to open the 
sabe te K wont » bcs OF WeariDoorg behind which the treasure Lo 
Eso Ry ot Seeet' 3) 


<e Ue 
Luckily for il them, the map » that Peach ha had. dsent 
s the very [ikgfizal [ip that showed the. 


locations of the Crystal Stars! 


_ 


I've included the map with this iciae xd 
please bring it with yo. whenjyou se 

meet you at Rogueporta(That means y you, | 
; : MUST come!) iti 


By following the map, perhaps‘they will also 
find Peach... A grand adventure awaits Mario 
and his friends! 


Goombella 


Professor 
Frankly 
A cute University of Goom co-ed Goombella's 


in her second year of an archaeology professor. 
archaeology major. 


(Controls 


ic In the Field fea On Battle/Menu Screen 
& 7 Button 


© Control Stick 
Walk/Run 
Move Cursor 14> 


START/ PAUSE 


Open Menu Screen @3 


+ Control Pad C Stick 


Shortcut to Menu Screen (When @ Displays) |g 


Read Continuing Message 


At any time while playing the 
game, hold down &), Q, and 


START/PAUSE to reset the game 
and return to the title screen. 


Journal 


CD Y Button GN; Button 


Use Mario's Abilities 3% 


«> 


Plane Mode Paper Mode 


<Q (Press and Hold) 
( E® on Battle Screen) Let Partner Attack First P.16 


X Button 


Use Partners’ Abilities G323 


(When \x) Appears on Battle Screen) Attack P21 


! C= 
A Button 
(When &32 Displays) Talk to Nearby Character r) 


(When 9 Displays) Investigate Nearby Object or Door 
(When $8 Displays) Read Next Message 


Confirm an Action 


\\ 


@ B Button 


2X23 Hammer 
Cancel Action/Return to Previous *~ . 


(9) 


Place the Game Disc into the Nintendo 
GameCube and insert a Memory Card into 
Slot A (Slot B is not used). Close the Disc 
Cover and turn the power ON. When the 
title screen appears, press START/PAUSE to 
go to the file-selection screen. 


yy Playin ‘irst Timer @@a 


File-Selection Screen 


+ 


giforjtheF 


Follow the directions on the screen to create 
a Paper Mario: The Thousand-Year Door Save 
File on the Memory Card. On the file- 
selection screen, choose from Files 1 through 
4 to save Mario's quest data. Choose the File 
you want to use with @ and press @ to 
select it. 


Input your name. When finished, highlight 
"Done" and press @. 


Choose Letters 
Input Letters 


“se = continuin 


If you've saved a game, you can continue from the last saved point. 
Choose the File you'd like to play. 


Name-Input Screen 


za 
Ctliie® cease 
Coon0 rita 
eoce stete 


About Saving G=XAED | 


You may erase data that you no longer need. Select “Erase Data," then 
use @ to select the File and press @. 


bac St 


Erased data data cannot be 2 recovered. Please be careful 


You may copy game data from one File to another. =a 
Select "Copy File", then select the File you wish to 

copy with @ and choose another File with no ; 

game data that you will copy to. If there's any 

data in the destination File, it will be erased, so 

Back (Rea RRR RRR RRR ER RRR RRR RERERRERRSR RRR EE EE 
Return to Previous Screen. 
Sens RuUMbIC) 


please be careful. 
You can use this option to adjust 
whether or not the Controller rumbles. 


Sound) 


You can set the game sound to 
Mono, Stereo, or Surround. 


Saving your adventure requires a Save Block, which 
you can find all around the world. You'll also have 
the option of saving after completing each chapter. 


Jump up into a Save Block from below 
fo activate it. = 


* In order to save, you must have a Memory card in Slot A with 
one free file and 17 bledks of free memory 
* If you have 


time. Just confirm that there is a Memory Card in Slot A 


saved a previous game, you may resume play at any 


containing o Paper Mario: The Thousand-Year Door Save File 


Inkthe yr ictal 


pm@ mfleld/ Screen Controls n@)ns 


Mario's adventure with his friends plays out on two screens: the field 
screen, where he talks to people and solves puzzles, and the battle 
screen, where he fights enemies that try to block his path. 


QO Tilt the Control Stick in any direction to make Mario walk. Mario will 
walk slowly if you tilt it slightly, and he will run if you tilt it all the way. 


Stand on top of a pipe and tilt 


Down on @ to enter. 


| Move the cursor ap with @ to choose 


1 a response during o conversation. 


You can display for Mario and his 
partner. The display will also indicate shortcuts to 


different pages of the menu. {Xp Press @p 
again to hide the stats display. 


Mario and Partner's Heart Points (HP) 
Flower Points (FP 


EY aN 


° < 


» Z ‘BP 
Pr s Sp durin ja 


Make Mario leap into the air. 


Yellow Block ? Block 


This block may block your path. This block contains items or coins that 
Break it with your hammer. it will release when you jump into it. 


ce Recover Blocks pe} Switch 


If you pay the number of coins Hit or jump onto this to activate if. 
written on this block, you will 


recover all HP and FP. 


? ~ 7) 


When an appears near 
fem Mario, press @ to carry out the 
action signified by the icon. 


Speak to someone near you. Press @))t0 
scroll to the next part of the message: 


Open doors and check 
Suspicious areas. 


Swing your hammer to hit enemies, break yellow 


blocks, and : smack frees. 
— J 


Hammerjand Jump) Power: Ups! 
In your travels, you'll find new hammers and boots ¢ 
to power up your hammer swing and jump. ®- 


@ Super Boots Gx Super JAA 


Press @ in mid-jump to do a se this to break some huge 


Ground Pound and break things yellow blocks that your first 
hammer can't handle. 


(x) Use'Partners /Abilities 


| under you. 


Use the ability of the partner traveling with you. Use each partner's 
abilities to clear each stage, find secret areas, and solve oo 


a —e 


| GEECSPATMINTGG «occ cccccccccccccccs i? 


Provides useful Hides in his shell and Blows a strong wind 
information about _ sails out in front of to confuse enemies 
the surrounding area you to recover distant or uncover nearby 
or the person/enemy items, attack enemies, secrets. 

in front of you. or activate switches. 


Sel te anes wily, cod wh i wn onze 


6B) ay Use'Mario's"Abilities 


Mario will learn to take different forms during his adventure. The 
buttons used to activate these are different for or each ability. 


=r 
iLearnifrom| Black(Chests ececeeceeseecese 


During your adventure, you will encounter Senay a 
black chests. Opening these will allow Mario to 


learn new abilities. a 
it & 
@eeeeeeoe eo eee ee 


When Mario learns a new ability, he'll be able to access previously 
unreachable areas. 


Plane'Mede 


Change into a paper airplane and fly through the air. 
Tilt @ Right and Left with good timing to fly farther. 


Stand on this tile and press CD to transform. 


Press and hold <®\ to make Mario turn sideways. If 
you use @) to make Mario walk in this mode, he can 
fit through narrow spaces. 


Hold down <@ and rotate @ to roll up into a 
tube. Then Mario can roll under obstacles or into low, 
small spaces. 


There are even more abilities that Mario can learn. 


Open'the'Menu'Screen 


Open the menu screen Gea. 2® to confirm Mario and his partners’ 
abilities, items, and badges. 


mheyBattleyScreen| 


When you bump into an enemy on the field screen, you will automatically 


switch to the battle screen and battle will begin. 


First 

If you use your jump, hammer, or 

Koops's shell to strike an enemy first rete i 
on the field screen, then you'll get 

one extra turn when the battle starts. 

On the other hand, if an enemy strikes JAUREREINY Pay, 
you first on the field screen, they'll get (iMMGaMIbamreiaaanie 

_one extra turn when the battle starts. 


Mario 
strikes first! 


Battle Flow 


In battle, Mario, his partner, and each enemy will strike once in n order. 
When all have attacked, the turn will end and the next turn will start 


with the same order. 


Partner attack Enemies attack. 


When you win a battle, you'll receive Star Points 
(GEXEED) and return to the field screen. Then the 
defeated enemy will dispense coins and items. 


iGamelOvernnouooooUOUOULG . 
BD 


When Mario's HP reach 0, the game will end 
and you will have to resume play from the last 
saved point. If your partner's HP reaches 0, the 
game will not end, but that partner will no 
longer be able to act in battle. 


Ty, Viewing the) Battle)Sc 


Select a command 
with® and press 
to confirm. 


Pay)Attention|to/Enemy|Placement/ oor or 
Depending on where an enemy is, some of Mario and his partners’ 

| attacks may not reach. For example, Mario's jump can't reach 

| enemies on the ceiling. Also, Mario's hammer can only be used to 


attack enemies in the lead on the ground. 


Jumping on an enemy with spikes 
will cause Mario to take damage. 


You can't use the hammer to 
| attack enemies in the rear, in the 
air, or on the ceiling. 


When Mario and his partners attack enemies, following the on- 
screen cues may earn you a NICE!, which causes more damage 
than normal. This is called an Action Command. 
Jump Type — Hammer Type 
< As soon as you & Tilt @ to the Left 
Seo teed land on the = ~ ] Fa ond release when 
ai enemy, press) nea BARA the screen cues 
with good timing. you to do so. 


Defense)Action|Commands Beene eneennnen 
eed Guard 
NCE” 
amy As soon as an enemy's attack makes contact with 
you, press €} to reduce the amount of damage taken. 


Superguard 

Hl Press Q with perfect timing during an enemy's attack to 
counter the attack and return some damage. However, 

@ this timing is much more difficult than the regular guard. 


The description for each Action Command will appear when you 
select an enemy to attack. 


Badge) Techniques uO o Oooo agen nnnn 


Some badges, when equipped, will allow you to use new hammer 
or jump techniques ( GE TSYB). These can deal great damage to 
an enemy, and some can target multiple enemies at once. Simply 
choose Jump or Hammer and scroll down to see the choices. 


Attack all enemies on the 
ground or ceiling. 


Keep bouncing on an enemy until 
you miss an Action Command. 


You can use items to recover HP and FP, or to cause damage to enemies. 


LD = 
Mushroom Honey Syrup 


Recovers 5 HP. Can be used in Recovers 5 FP. Can be used in 
the field. a field. 


Tasty Tonic Fire Flower 


Cures status ailments like Fee all enemies with balls of 
poison or sleepiness. fire, causing 3 damage to each. 


why Special Meves 


These powerful special techniques consume Star Power (GEYS%») to 
heal Mario and his partner, or to massively damage enemies. 


oN Tasty Treat [gl Earth Tremor 


Shoot stars at the targets to earn HP Attacks all enemies on the ground. 

and FP for Mario and his partner. —_If you succeed in entering all the 

Also cures status ailments. Action Commands, this move will 
work even on airborne enemies. 


[Stotus/Allments ooo 


Status ailments impair your ability to fight, 
| but they disappear when the battle ends. 
Using items can take care of them 


(o% bi 
immediately, however. The effect of the status weak. 


ailment lasts the number of turns indicated on 
the status icon floating next to you. 


9) Poisoned a) Sleepy @ Dizzy 


You will take poison You will fall asleep and You will become 
damage on every turn. be unable to move. more likely to miss 
when attacking. 


———————____———— — == 

Bis star powersana|tneauciencers 

| Once Mario has learned a special move, audience members will start to 

| show up in the seats on the battle screen. If you please your crowd, 
you'll earn Star Power that can be used in battle. 


Power Gauge 


Each dot represents one unit of Star Power. 
O This is an empty unit of Star Power. 


©) This is a quarter unit of Star 
Power, in the process of filling up. 


i : This is what a full unit of Star 
| The audience will applaud O / 

| for some of Mario's actions Power looks like. 

| in battle. 


: 


(Gaining/Star) Power 


| Using special moves depletes Star Power, but you can gain more in 


hot are present, the faster your Star Power will fill up. 


—— Ta 
Choosing Tactics on the battle menu will allow you to Appeal 
to your crowd and increase your Star Power. 


Complete Action Commands 
If you succeed in completing Action Commands while attacking, 


you will gain Star Power and increase the size of your audience. 


Failing Action Commands decreases the size of your audience. 


Gam |mmediately before and after your attack 
pa tea a connects, you can use (with good timing to 
“ do Stylish moves with each attack: These are 


peur 
ie seem Ot Action Commands, and they don't 
influence the damage you do, but they can 
help you recover large amounts of Star Power. 


@eeeceoeaaeoeo oes ee eeeeseee eee 
Every time you successfully complete an Action Command when 
attacking an enemy, a BINGO icon will appear. 


If two such icons match, then upon your next 
successful Action Command, you'll be given the 
chance to stop a rotating icon wheel for the third 
mark with @. Try to make all three icons match. 


If all three icons match, you'll receive a BINGO 
bonus according to the icons you matched. You 
may recover HP, FP. or other things. 


If you match three Poison Mushrooms 
on the BINGO wheels, then Mario and 
his partner's HP and FP will be 
reduced by half, many audience 
members will leave, and Mario's Star 
Power will be cut in half. 


You can attack audience members preparing to 
throw things by pressing ®). But sometimes your 
fans will throw helpful items, so pay attention! 


Choose this menu when you want to do something besides attack or use 
an item. 


Swop) Partner See eee eee 


Switch partners in the midst of battle. Choosing to swap partners will 
end your partner's turn if they choose the command. 


e@eeeeceeceeneeoeeeeceeeeeeeeeeseee eee 


Appeal to the crowd to increase your Star Power (GET»). 


Defend Ree ee eee eeeeeeeeeeeeeeeeererery) 
Assume a defensive position to reduce damage from enemy attacks, 


Get out of battle by escaping altogether. Press 
repeatedly to fill the gauge. The more full the 
gauge, the better your chances of escaping. 


The gauge fills with every press of @. 


...But when you run from an enemy, you lose a 
few coins. 


is) | CAs 


Unlike Mario, your partners must each use moves to attack enemies 
and cannot use special moves. They can use Items and Tactics just like 
Mario does. 


Some of your partners' moves will require 
FP just like Mario's attacks do. 


© tse its 


When you defeat an enemy in battle, you'll receive Star Points. When 
you collect 100 Star Points, your level will go up, allowing you to 
increase your HP, FP, or Badge Points (GES ¥9). 


FP. and Star Power get fully restored. 


i a Daa a 


Partners do not level up by collecting Star Points, but if you collect 3 
Shine Sprites and take your partner to Merlon's house (GE), 
he will rank them up for you. 


Hit this block to get a 
Shine Sprite. 


Each technique has its own Attack power and will cause an amount of 
damage equal to that number. However, when you attack an enemy, the 
damage you cause will be reduced by the value of that enemy's Defense. 


Attacking a Koopa with the Hammer 
| Attack {] = Defense'{| = Damage ©) 


Your hammer has an Attack of 1, and this Koopa has a 
Defense of 1, so you will cause no damage with your hammer. 


Attack »)) - Defense] = Damage 


If you succeed at an Action Command, your attack with the hammer 
will have an Attack of 2, so you will cause 1 point of damage. 


mhe\MenuiScreen) 


If you press START/PAUSE on the field screen, the menu screen will open. 
Use @ to select an item, and press € to confirm. Press @ to return 
to the previous screen. 


You can check Mario's levels and stats here. Direct the cursor to each 
item for a short explanation. 


Sp ecial Moves 


Place the cursor 
here to check your 
special moves. 


The higher your 
Star Rank, the 

more people can fit 
into your audience. 


Beat enemies to collect 100 of 
these and level up. 


Coins 
Your current number of coins. 
You need these to buy items. 


Star Pieces 


These are scattered around the 
world. What happens when you 


collect them? @etae eae 
Shine Sprites 
You need these to rank up your 


partners. 
Play Time 


The time you have spent on your 
curtent adventure. 


Heart Points (HP) 
These decrease when you take 
damage, and when they reach 


0, your game is over. 


Flower Points (FP) 


Use these for Mario and partners 
to use techniques. 


Badge Points (BP) 


Use these to equip Badges. 


You can change partners or confirm their stats, 
abilities, and techniques here. 


When the explanation for an item continues off- 
screen, Use @ to scroll down. 


CheckjPartnersJAbilities uuu 


Place the cursor on a partner with @ to display their 
HP. rank, and moves. Press ®) to learn more about 
their moves. 


Swap) Partners go 


Use @ to select the partner you want to swap and 
press @ to confirm. Try to use different partners 
depending on the types of enemies you're facing. 


Visit this screen to use an item or check important things you are holding. 
Place the cursor on an item to read its description. 


Items PAAR eRe 
You can carry up to 10 items that can be used in 
battle and/or in the field. Use @ to select an 
item, press @ to confirm, place the cursor on the 
character you would like to use it on, then press 
Oto confirm again. 


@eeeeeoeceeeeoee 
This screen shows items needed to complete your 
adventure and items that you need to give to 
someone else. These items are not sold in stores. 


ress @y to toggle between sorting items by alphabetical order and by type. 


Equipping badges will allow you to use new moves in the field and in 
battle. Each badge will consume a designated number of Badge Points 
(BP) when equipped. You can only equip badges that require BP less 
than or equal to your current total. 


O BP Currently Being Used 
@) BP Free for Use 


Badges have no effect unless equipped. Choose 
whether to display All Badges or only Equipped 
Badges by selecting each option with@. Press 
8 © to enter the badge list, where you can view 
badge descriptions. 


ea 


BW To equip or remove a badge, select it with® 
im ond press @ to confirm. Equipped badges are 
highlighted in green. Press @ to return. 


see © w= £6 


Press @y to toggle between sorting badges by alphabetical order, by 
type, or by BP needed. 


&, Quake Hammer 
Allows you to use Quake Hammer 


in battle ( @ETRT). 


BI Power Bounce 
Allows you to use Power Bounce 


in battle (GEL). 


HP Plus Happ 


y Heart 
Allows i f recover HP each 


turn in battle. 


Increases your max HP by 5. 


Your journal holds various bits of Seliiaesiox including info on 
important things you have picked up on your quest. Use @ to move 
the cursor and press @ to select an item. When the explanation for an 
item continues off-screen, use @ to scroll down. 


Open the map to read information about the 
places that Mario has been. Place the cursor on a 
@ to view the description of that place. 


Check info on the Crystal Stars you've obtained. 


Check data on enemies you've scoped out with 
Goombella's Tattle command. 


Badges UR 


Check on all the badges you've obtained. Badges 
im you don't have yet will appear as a ?. 


Recipes PR 


8 This screen will show all recipes that you've had 


prepared ( GEXZET) ). 


hen viewing the Tattle Log, Badges, and Recipes screens, use PD 


switch pages, and @ to change the way the list is sorted. 


¢ ‘ 
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When you pay coins to rest at an inn, Mario 
and his partners will have their HP. FP, and Star 
Power restored to max levels. There are inns all 
over the world. 


You can buy items and badges with coins here. You can also sell items 
and badges. 


Stand in front of an item you want to buy and 
press @. To sell an item, talk to the shop clerk 
and pick the item you want to sell. 

You must pay the number of coins listed next 
to an item when you purchase it. 


IStoring|Items DR 


You can store unneeded items with shop clerks. 
You cannot store badges. Stored items may be 
retrieved from any shop worldwide. 


‘Ifyou talk to the magician in Rogueport a 
named Merlon, he will rank up your ae) =a 


partners for the price of three Shine Sprites. [Pes oS 
(5.23) ESE 


How’s that quest going? I've got a few tips you 
might want to consider to make things go a 
little more smoothly. : 


a Check your e-mail! 


| 
You will receive e-mail from people you meet on your quest. Your 
| Mailbox SP is located in the Important Things section of your Gear menu. 


naa 


When you | When e-mail 

receive e-mail, ) text continues 
. a 8 mork will offscreen, 
appear. F use © to 


scroll down. 


You must have seen a few Star Pieces lying around, right? Well, 

there's a certain fellow who loves to collect those, and if you give him 
| a few, you might get something useful... Star Pieces are scattered all 
over the world. 


Always check 
trees and 
clumps of grass! 


Doing o Ground 
Pound on some 
parts of the floor 
may also make 
them appear. 
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After you've been on your adventure 
for a while, you'll be able to get Zess 
T. to cook for you. When she cooks up 
an item, it can change into a totally 
different item with a different effect. 
You'll have to complete a certain event to get her to cook for you. 


Mev Try helping people out through the 
Trouble Center! 
People who need help often post a request 
at the Trouble Center. If you help them 
out, they'll reward you with coins and 
more! But if you cancel a help request, 
you'll be charged a few coins. 


Stand in front of the Trouble 
Board and press @ to 
accept a request. 


rr 
3 & Look for hidden item Blocks 


Jumping in certain areas may reveal o hidden Item Block. You may 
get rare items from these, or simply create an pte | stepping 
stone to another area! 


You can reveal hidden blocks by jumping into 
them or by hitting them with Koops's shell. 
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Important Legal Information a 


Copying of any video game for any Nintendo system is illegal and is strictly prohibited by 
domestic and international intellectual property laws. “Back-up” or “archival” copies are not 
authorized and are not necessary to protect your software. Violators will be prosecuted. 


This video game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. 
If your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 


Warranty & Service Information i 


Keg ed 6 ee ee Try our web site at 


product. 
pigdaearese mgr a si eaten ear 
your retailer. psa ber hed rwrtchl ge bine rr Sunday (times subject to ). 
ic ale aetinilel ah te troubleshooting information available on-line or over the telephone, you will 
be offered express factory service ng No et cad ae ees 
Please do not send any products to Nintendo without contacting us first. 
HARDWARE WARRANTY 


GAME & ACCESSORY WARRANTY 

pears. ths reg etre the product (games and accessories) shall be free from defects in 
and workmanship for a period of three (3) months from the date of purchase. If o defect covered by this 

ERE Nome te en 

will repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

nnn wi ts lnnen: ide tas dE OES IG fe 
information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 

it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 

nearest service location. Please do not send any products to Nintendo without contacting us first. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 

NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 

AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED 

pea neem wet ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP: OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province 
fo province. 


Nintendo's address is: Nintendo of America Inc., P.0. Box 957, Redmond, WA 98073-0957 U.S.A. 
This worranty is only volid in the United States and Canada. 


PLAYER'S GUIDE 


AVAILABLE AT YOUR NEAREST RETAILER! 
WWW.NINTENDO.COM 


_ NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


ie os t 
NINTENDO CUSTOMER CE * 


a WWW.NINTENDO. 


Sw ; 
or call 1-800-255-3700 ' 
MON. - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time »~ 7 


: (Times subject to change) xf 3 
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Nintendo of Ameri¢a ’ 
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PRINTED IN USA 


UK and Ireland: 


Nintendo UK 
188 Bath Road, Slough, Berkshire, SL1 3GA, U.K. 
Nintendo Service Centre: 0870 60 60 247 


PRINTED IN GERMANY 


Art. Nr. 1622646M 0904/S&L [0203/UKV/GCN] 


This seal is your assurance that Nintendo 
has reviewed this product and that it has met 
our standards for excellence in workmanship, 
reliability and entertainment value. Always 
look for this seal when buying games and 
accessories to ensure complete compatibility 
with your Nintendo Product. 


Thank you for selecting the PIKMIN™2 Game Disc for your NINTENDO 
GAMECUBE™ System. 


WARNING: Please carefully read the precautions booklet included with this product before 
using your Nintendo® Hardware system, Game Disc or Accessory. The booklet contains 
important safety information. 


Please read this instruction booklet thoroughly to ensure maximu 
game. It also contains important warranty and hotline inform: 
k for future reference. 


THIS GAME SUPPORTS = 
SIMULTANEOUS GAMEPLAY 50: 
WITH TWO PLAYERS AND 
CONTROLLERS. 


mel THIS GAME SUPPORTS 50HZ 
AND 60HZ MODE. 


Va 60x) 


THIS GAME REQUIRES A 
MEMORY CARD FOR 
SAVING GAME PROGRESS, 
SETTINGS OR STATISTICS. 


THIS GAME IS PRESENTED IN DOLBY PRO LOGIC II. TO PLAY GAMES THAT CARRY THE 
DOLBY PRO LOGIC Il LOGO IN SURROUND SOUND, YOU WILL NEED A DOLBY PRO LOGIC II, 
DOLBY PRO LOGIC OR DOLBY PRO LOGIC IIX RECEIVER. THESE RECEIVERS ARE SOLD 
SEPARATELY. 


po patsy 


PRO LOGIC 
© 2004 NINTENDO. 


TM, ® AND THE NINTENDO GAMECUBE LOGO ARE TRADEMARKS OF NINTENDO, 

ALL RIGHTS, INCLUDING THE COPYRIGHTS OF GAME, SCENARIO, MUSIC AND PROGRAM, 
RESERVED BY NINTENDO. 

DOLBY, PRO LOGIC, AND THE DOUBLE-D SYMBOL ARE TRADEMARKS OF DOLBY 
LABORATORIES. MANUFACTURED UNDER LICENSE FROM DOLBY LABORATORIES. 


© 2004 NINTENDO, 


Ulimars safe Neturn tO NMOcOtate =?) 


Olimar's Latest Catastrophe 


ee 


___Olimar's Latest Catastrophe _—+?) 


My name is Captain Olimar, and | just got back from the 
worst vacation in the history of the universe! While travelling 
across the vast galaxy, my beloved spacecraft was hit by 

an asteroid and | was forced to crash-land on an uncharted, 
backwater planet! My ship was pulverized into dozens of pieces 
that were scattered across the landscape! 


Thankfully, with the help of loyal and ferocious alien creatures 
| named Pikmin, | was able to find and collect all of the ship’s 
components and repair it. 


After a long space trek back, | was overjoyed to finally touch 
down on my home world at the Hocotate Freight offices. 
| had no idea of the terrible news that awaited me there... 


Hocotate FreiantinFerili oo _i+ss 


Though the history of Hocotate Freight is long 
and illustrious, it has never before faced a threat of 
this magnitude! As its esteemed president, it is my 
responsibility to ensure profitability, but can | be faulted 
for sending young Louie alone on an important delivery? 
My veteran employee, Olimar, was on vacation... and 
though Louie is inexperienced, he seemed competent 
enough... 


When Louie told me the tragic tale of how a space bunny 
attacked his ship and devoured his precious cargo 

of Pikpik carrots, | nearly keeled over! To pay for the loss, 
Hocotate Freight had to take out a loan of spirit 
crushing proportions! We sold Olimar’s beloved ship in 
his absence. 


| was sure we were doomed until Olimar miraculously 
returned! When | told him about the fate of his ship, 

he dropped the curious souvenir he was holding. The old 
ship’s sensors went wild! It scanned Olimar’s souvenir 
and appraised it at an astounding 100 Pokos! The alien 
planet must be chock-full of the stuff! 


Olimar, you and Louie must return immediately and 
recover as many treasures as you can to repay the debt 
and save Hocotate Freight! 


Game Controls 


Se a ee ee ee eee ee’ 


ys Centre the camera behind ¥ 5 
the leader. J s 
Soeeeeoeeesseseseoosese | G the leader's eye level. 


_ Game Controls) 


Zoom camera 


(" START/PAUSE Hold the R Button to 


: Pause game and access 
+ these screens: 

° Radar Screen 

> Menu Screen 

= Item Screen 

4 See page 28 - 29. 
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Control Stick 


Tilt fully 
* Move the leader 
+ Tilt slightly 


Move the cursor 
X 


eee cieccal 


XY 


Press left or right to switch ‘N : 
YJ between Pikmin colours _ : 
(while holding the A Button). * ° 


Whistle 


Move the cursor over 
your Pikmin and press 
the B Button to call 
them to attention with 
your whistle. 


Press up to use the ULTRA-BITTER SPRAY and 
petrify enemies temporarily! 


y Press down to use the ULTRA-SPICY SPRAY and ' 
Ans ccessescecneesesensseeecharge your Pikmin temporarily. WIE Couuiere 


of your whistle. 


See page 21 - 22. 
CONTROLLER NEUTRAL POSITION RESET : 


lf the L or R Buttons are pressed or the L Button R Button . 
Control Stick or C Stick are moved out of 

neutral position when the power is turned 4 ai, : 
on, those positions will be set as the neu- ? ’ . 
tral position, causing incorrect game con- : | sh (Aa lh tla ieee Lid abe iach dal diel id 


Move the group 


De at alse ad che bane REEOE 


trol during game play. 


Issues movement 
* commands to all of 
< your Pikmin. 


Se eeeeeeroseseseseseee 


To reset the controller, release all buttons 
and sticks and allow them to return to the 
correct neutral position, then hold down 
the X Button, Y Button and START/PAUSE 
simultaneously for 3 seconds. Control Stick 


Seer 


change the perspective to 


reer / 


Dismiss Pikmin 


\"Change leaders. | 
See page 22. @ 


These three buttons control your camera! 


; “Switch camera angle ¥ 
See page 12. 
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Dismiss Pikmin under your control and : 
separate them by colour. c 
: 

. 

Sg 

eo . 
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. 

. 
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Punch 


Punch to deliver a small amount 
of damage to enemies. Only 
usable when there are no Pikmin 
following closely behind you. 


Pluck a planted Pikmin 
See page 16. 


J 


) 


Throw Pikmin 


See page 15. => 
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s mae Getting Started 
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Place the PikMIN™ 2 Game Disc into your 
NINTENDO GAMECUBE and insert a 
NINTENDO GAMECUBE Memory Card 
into Slot A. Close the Disc Cover and 
press the POWER Button. When the Title 
Screen appears, press START/PAUSE 
to access the Main Menu. 


The in-game language depends on 

the one that is set on your NINTENDO GAMECUBE. In this game 
you can choose between five different languages: English, German, 
French, Spanish and Italian. If your NINTENDO GAMECUBE is 
already set to one of them, the same language will be displayed in the 
game. If your NINTENDO GAMECUBE is set to another language, 
the in-game default language will be English. 


You can change the in-game language by changing the language 
setting of your NINTENDO GAMECUBE. For further instructions 
about how to change language settings please refer to the 
NINTENDO GAMECUBE Instruction Booklet. 


60Hz Mode 
This game can be set to a better display with higher quality 60 
on TVs that support 60Hz Mode (PAL60 compatibility). 


To activate 60Hz Mode select 60HZ MODE when the 
message THIS GAME IS COMPATIBLE WITH 60HZ MODE. PLEASE 
SELECT MODE. is displayed. The mode last used when playing with 
the NINTENDO GAMECUBE will appear highlighted. If you do not 
make any choice the game will choose this mode automatically. 

If the TV display does not appear properly after you selected 60HZ 
MODE, please turn the NINTENDO GAMECUBE off, turn it on 
again and select 50HZ MODE. 


When you connect the NINTENDO GAMECUBE RGB cable (sold 
separately) to a TV which has an RGB terminal and PAL60 
compatibility, you can enjoy a smoother game screen with less 
flicker. 


( - Sta rting a New Game ) 


Select BEGIN and press the A Button to create a save file and 
access the Ship’s Log Selection Screen. Choose NEW to begin 
a new game. 


A # 


Continuing a Game 


If you want to continue a game that 
you have previously played and saved, 
select the Ship’s Log you want to play 
on the Ship’s Log Selection Screen 
and press the A Button. 


Ship’s Log Selection Screen 


* You can save up to three game files. 

© The Memory Card in Slot A must have at least 27 blocks 
of memory free in order to save your progress. 

* Make sure that the Memory Card containing the PIKMIN 2 save file is 
correctly inserted in the NINTENDO GAMECUBE. 


¢ Please refer to the NINTENDO GAMECUBE Instruction Booklet for 
directions on how to format and erase Memory Card files. 


At the end of each day, you can save 
your progress by selecting SAVE from the 
Save Screen and pressing the A Button. 


When you venture underground or 
descend to the next sublevel, 
the game will save automatically. 


Save Screen 


Do not remove the Memory Card or turn the power 


OFF when saving. Doing so can damage the 
NINTENDO GAMECUBE and the Memory Card. 


From the Ship’s Log Selection Screen, press the Y Button to copy 
a Ship’s Log to another save file. To delete a Ship’s Log, press the 
X Button. 


Erased files cannot be restored, so please be careful! 
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Game Screen 


= war ar aE a & wars SS 
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: When the sun icon reaches the far-right side of : 
? the meter, the day will end. . 


Sun Meter DAY e 


This counter shows the number of days 
that have passed since you landed on 
the planet. 


There is no limit to the number of days 
you have to explore the planet. 


+ On the first day of exploration, there is no sun 
meter. 


* Because of temporal anomalies, time does 
not pass underground. While you are under- 
ground, the sun meter is not displayed. 


See page 24. 
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ULTRA- : ¥ 
BITTER SPRAY [ae : ie aks snare ONE reas tosessonccanos ns 
count ] : Once a certain treasure has been 


Keneeterrercorese. ? salvaged from the planet, a treasure 
See page 23. ; detecting gauge will appear on the 
: in-game display. 


ULTRA- 
SPICY SPRAY 


See page 23. | | 2m eo: ae ae eoen? : 234 


Onion Ship 


Bh Pikmin count 


ePPePPerererriretrrieerr irri rrr errs reer 


This is the total number of Pikmin in the field, in the Onion, and resting in 


Space Suit damage : ikmin that will be thrown next bd the ship. 

When a leader takes You can choose which type and : 

damage, his suit’s health colour of Pikmin you want to throw. Sri 

gauge will decrease. See page 34. a Ae, N cto of Pilanje ta the feld | 1 eee : 


If the gauge is completely 


depleted, the leader is : oo , 
knocked out and must be : ag ff 
returned to the ship to : = oF +922 a 


be revived. Under your control Working Buried Free 


You can have up to 100 Pikmin on the field at one time. 


Pikmin that Olimar and Louie have not yet encountered are not included 
in the count. 


eee eeeeseesesecees 


Number 2 Pikmin under your control 


bh bdhthe TITY Prrrerererrrrer ret ttts Pore ree reece ray 
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a Al al A, A, a, A 
Camera Control } 
eS ar ee ea aS oS 
Use the camera buttons to play from a wide variety of camera 
angles. 


(/L\ Move the camera behindthe leader _—_—i) 


* Press the L Button fully to move the camera behind the leader. 
* Hold and press the L Button and rotate the camera using €©>. 


Remember to change the camera angle if you’re having a hard 
time seeing the on-screen action. 


(/R>.....200m Camera) 


* Press the R Button to shift between 
the three levels of zoom. 


© Press and hold the R Button to shift 
the view to the leader's eye view. 


Zoom in and play close to 
the action! 


(@* Change the camera view _ ) 


Press the Z Button to shift the camera 
view between angled view and overhead 
view. 


Zoom out for an overhead 
view! 


= aa ee BEES > = ee 


Goal of the Game 


wae SSE = ee a i 


The company is in grave danger of going under! 


There’s only one way to save the company: return to the planet of 
the Pikmin and salvage valuable treasures! 


Collect as many treasures as you can to repay the company’s 
10,000 Pokos debt! 


The best way to find and collect treasures is to learn the unique 
abilities of each type of Pikmin and use them to your advantage. 
Caves and lairs may be dangerous, but they often hold a trove of 
treasures! 


There is no limit to the number of days you can spend exploring! 


f 


Good Luck! 


Hocotate Freight’s esteemed 
president 


1 Pikmin, a eurigushy helpful alien 


| andi an alien planet. These indispensable 
ting and salvaging valuable treasures a breeze. 
n can swarm and conquer even the most 


1 can’t add more Pikmin to the field while the counter shows 
iu haven’t reached your maximum of 100 Pikmin, there may be 
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Build bridges 


Line the cursor up with the target and press the A Button to throw 
a Pikmin or use the C Stick to rally Pikmin around enemies, traps, 
and obstacles. 


If you press and hold the A Button, you can use the * Control Pad 
to select the colour of Pikmin you are holding before you release the 
A Button to throw it. 


Where Pikmin Come From - 


Onions expel seeds that plant in the ground and grow into Pikmin. 
When the sprout grows long enough, press the A Button to pluck 
the Pikmin. 


The Onion 


In addition to releasing seeds, Onions 
act as the Pikmin’s nest and mother 
ship. Store Pikmin inside their Onion 
until you want to call them out. 


¢ At the end of each day, any Pikmin 
under your control return to the 
safety of their Onion. 


¢ When there are already 100 Pikmin 
on the field, the Onion will not expel 
new seeds. Instead, the newly created 
seeds will be stored inside. 


Pikmin Seed 


How to pluck Pikmin 
Stand next to a buried Pikmin and 
press the A Button. 


* To pluck several Pikmin quickly, tap 
the A Button repeatedly. 


¢ When Olimar and Louie are working 
together, they team up to pluck 
Pikmin sprouts much more quickly. 


re Union 


Pikmin can be called from the Onion 

at the beginning of each day. To do this, 
stand under the Onion and press the 

A Button. Use the Control Stick to enter 
the number of Pikmin you want to call 
out. Return Pikmin to the Onion in the 


same way. 


» +>» Pikmin in the Onion 
»«* Number of Pikmin to be released 


«Total number of Pikmin in the field 


.--« Number of Pikmin with you that 
are the same colour as the Onion 


Hold the Control Stick up or down to speed up the deposit or 
withdrawal of Pikmin. 
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* Onions will only produce same-coloured 
Pikmin. 


© You can't store Pikmin in an Onion of 
a different colour. 


¢ There is no limit to the number of 
Pikmin you can store in an Onion. 


¢ If an Onion holds flower Pikmin, 
these Pikmin are released first. 
Bud Pikmin are released next, and 
leaf Pikmin last. 


* There are no purple or 
white Onions. These Pikmin are 
housed inside your ship. 


If all of the Pikmin of a colour are eliminated, that colour Onion will 
produce one Pikmin seed at the start of next day. 


How to Make More FPikmin 


Carry pellets and defeated enemies to the Onion to 
breed more Pikmin. 


Pellet Posies 


Knock down Pellet Posies to extract the nutritious 
pellet. 


Pikmin naturally carry the pellets to the Onion of their 
colour. If a mixed crew of Pikmin are carrying an object, 
the colour majority dictates the destination. 


1 The number of Pikmin needed 
to carry the pellet 


The number of Pikmin carrying 
the object 2 


= 


J 


The more Pikmin carrying the pellet or enemy, the faster they will 
be able to carry it. 
17 


More Pikmin seeds will be released if 
a pellet is carried to a same-coloured 
Onion. 


Because purple or white Pikmin have 
no Onions, you cannot increase their 
numbers the same way you can with 
the other types. 


ee erent eet REN PSL emma a ne rE 


If you leave Pikmin in the ground long enough, they will eventually 


grow and bloom into flowers. The more they grow, the faster they 
become. 


If flower Pikmin are left in the ground too long, they 
will eventually return to leaf Pikmin. 


aa 


If pulled 


If pulled 


Leaf Pikmin —————» Bud Pikmin —————» Flower Pikmin 


Flower Pikmin move the fastest! 
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If pulled 7 e 


Growth Tips 


© Flower Pikmin carry pellets, enemies, and treasures faster than 


less-developed Pikmin. 


¢ Feed your Pikmin nectar to instantly bloom them into flower Pikmin. 
¢ Flower Pikmin can lose their flower if they take damage. 


Red Pikmin 


Flame-resistant 
Pikmin with excellent 
attack ability. 


Purple Pikmin 


Burly Pikmin with ten 
times the muscle 
and weight of other 
Pikmin. Slow 
moving. Can daze 
and stun enemies 
when thrown. 


 Lolours OT FIKmiIn | 
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Yellow Pikmin 


Big-eared Pikmin 
that can be thrown 
high in the air, 
Also resistant to 
electricity. 


4 


White Pikmin 
Small and fast. 


Resistant to poison. 


Good at finding 
buried treasure. 
Highly poisonous. 


ee = tet 


4 Tom 


Blue Pikmin 


Aquatic Pikmin 
that feel at home 
underwater. 
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C . we ~ Exploring the Surface : 


The first day of Olimar’s treasure-seeking expedition begins in 
the VALLEY OF REPOSE. 


Later, you will find treasures containing encoded map data that 
open up new areas to explore. 


To travel to another area, you must end your day and access 
the Area Selection Screen. From there, you can fly to the newly 
discovered area. 


The name of the area, the number of 
caves, and the number of TREASURES 
above and below ground are displayed 
on this screen. 


Choose an area —> CA) Confirm 


Area Selection Screen 


CA)\PIKLOPEDIA (®\ TREASURE HOARD 


; The Course of a Day 


]. Looking for good ways to spend your days? Here are a few 
exciting above-ground activities: 


See page 31. 


© Gather pellets and enemies to bolster the numbers of your 
Pikmin horde. 


® Collect and salvage treasures, 


© Break down walls and build bridges to access new areas and 
open up shortcuts. 


® Collect berries to concoct potent sprays. See page 23. 


¢ Seek out entrances to holes and caves. 
See “Exploring Underground” on page 24. 


2. Gather all of your Pikmin together before sunset. 


Pikmin stay alive if: vy : 
Pikmin currently under your control, ® 

standing near the Onion, or planted 
in the ground are safe from harm 
at the end of the day. 3 
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Otherwise... 


Any other Pikmin will be 
left behind and eaten by 
the nocturnal predators. 


3. Save at the Daily Report Screen 


You cannot save in the morning or afternoon. You can save 
at the end of the day, when entering or exiting a hole, or when 
descending to another floor. 


caeeaneeeenenememedsni tated id ba keel aneenennneneeD 


To order your Pikmin to carry a treasure 
back to the ship, throw your Pikmin 

at it or command them to move into it 
with the C Stick. When the treasure 
arrives at the ship, your ship’s nosecone 
will name the treasure and appraise its 
value. 


(Goumeemmeensiemenmnemnemenneseemeielicteilell\iL1 1] eeeeeneeenenseenmennmnens, 


When Pikmin lag behind the pack or are dismissed, they will become 
free, standing in one spot and awaiting further orders. While they 
are free, they cannot be ordered. To call them to you, either use your 
whistle or physically bump into them with the leader. 


Expand your search to unexplored areas! 
Master multitasking and divide the labour of 
your Pikmin to ensure optimal productivity 
and efficiency. 


(eect | 4 10( Jo) =a 1a) RH m4) e) 7.5 (0): Armaan 


Olimar and Louie don’t have to explore together — they can split 
up and work independently to increase efficiency. For example, 
Olimar could be busy pulling Pikmin sprouts out of the ground while 
Louie watches over a group of Pikmin knocking down a wall on 


the opposite side of the area. 


M299 


Olimar moves with ae ae the ie 


Mw Se Ste 


Olimar can move alone, 
ind Hs S 


Louie calls the Pikmin and moves to another 
location. 


-- 


Example: 


1. Press the X Button 
to dismiss your 
Pikmin and Louie. 


2.Press the Y Button 
to switch between 
leaders. 


ey 
«s 
a) 


3. Switch back and 
forth to accomplish 
your goals. 


Olimar and Louie can each take a squad of Pikmin and work 
independently. 


When you want to work together again, place the cursor over 
the other leader and his Pikmin and blow your whistle. 
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During your exploration, you may discover 
a unique plant that bears powerful berries. 
Take these berries back to the ship to concoct 
potent sprays. 


Burgeoning Spiderwort 


Variations of this plant carry red 
and purple berries. 


Berries 


To harvest berries from a 
burgeoning spiderwort, throw 
Pikmin or command them 
into the base of the plant. 
10 berries are required to 
produce each dose of con- 
centrated spray. 


ULTRA-BITTER SPRAY 
Produced with purple berries. 


Spray on creatures to petrify them 
temporarily. If a creature is defeated 
while petrified, it will crumble to dust 
and leave behind only a strange extract. 


You cannot carry petrified creatures. 


ULTRA-SPICY SPRAY 
Produced with red berries. 


Spray to invigorate all Pikmin under 
your control, increasing their attack 
power and movement speed. 


Notes About the Burgeoning Spiderwort 


¢ The burgeoning spiderwort grows in a handful of places that 
are naturally prone to infection by fungus-like growths. Attack these 
growths with your Pikmin to allow the plant to grow again. 


¢ You can also find Ultra-Spicy and Ultra-Bitter extract on defeated 
creatures, inside egg sacs, and in other areas. 
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Exploring Underground 


5 
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|. Find the entrance to a hole. 


2. Press the A Button at the entrance to enter the cave with the 
Pikmin that are under your control. 


The game will save automatically. See page 9. 


Cave Threats 


These icons indicate the types of threats 
you'll encounter in the cave. The four 
threat icons are fire, water, electricity, and 
poison. 


" qaunne tin Geko wD BE 
SUAaMD BONER 


Each area has multiple holes to explore. 


r d Research ee ry we “sy 
b e 
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Louie, Einar “ahd all of the 
Pikmin currently under their 
control (to a maximum of 
100 Pikmin) can enter a hole. 


Any Pikmin working or idle will return to 
the Onion. Buried Pikmin will stay in the 


ground. 
Loe 


Undera d 
3. Holes are divided into sublevels. While underground, you can 
only perform these basic tasks: 
© Search for treasures and carry them to the research pod. 
¢ Defeat creatures and take them to the research pod. 
¢ Break down walls and other obstacles. 


® Look for holes to travel to even deeper sublevels. 
When you do, the game will automatically save. 
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4. Enter a geyser and transport back to the surface 
with your Pikmin. 


You can save your game. 


ADO c d 

5.Once you're safely back above ground, you'll have to end the 
day and return to the ship to store the treasures you collected 
underground. 


¢ Because of a powerful magnetic field deep under the surface, 
time does not pass underground. When you climb back to the 
surface, you will return at the exact moment in time that you 
entered the hole. Time will not have passed. 


¢ The treasures and creatures that you have gathered will not 
be considered stored and collected until you safely reach the 
surface using a geyser. 


Underground caves are often teeming with dangerous predators, but 
they also hold many valuable treasures. 


In-game Display 


Your current 


Research pod sublevel 


_ Pikmin under 
your control 


Total number 
of Pikmin 
underground 
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‘Can you leave Louie on the surface and take only Olimar 
and the Pikmin underground? 


You cannot. However, if a leader falls in battle while exploring 
underground, the other leader and the Pikmin must venture 
deeper without him. Going alone is dangerous business, so be 
careful! 


2) I've been in this cave before, so why does it look different? 


AL The powerful magnetic field between the surface and under- 
ground can have peculiar, unexpected effects. You can’t rely 
merely on your memory, as familiar areas can often appear 
foreign. Just focus on gathering all of the treasures, and you'll 
be all right. 


Q) I’ve lost all of my white and purple Pikmin! 
What do I do? 


You will encounter white and purple Pikmin only underground. 
If you lose all of your white and purple Pikmin, search caves 
and holes for more. You can always return to holes you have 
already explored to build up large numbers of Pikmin. 


Q) Is there any way to get more Pikmin while exploring 
a cave? 


A While underground, you do not have access to an Onion and 
cannot breed additional Pikmin. Instead, Pikmin will carry fallen 
enemies and pellets to the research pod and convert them 
into Pokos. Once you enter a hole, you’re stuck with the force 
you brought in with you. Remember to take as many Pikmin 
into a hole with you as you can! 


Q) How do you return to the surface? 


Holes are often many sublevels deep. You may have to explore 
deeper before you can find a geyser that will take you back to 
the surface. To use a geyser to return to the surface, stand in 
front of it and press the A Button. 


Press the A Button in front of the hole or geyser. 


¢ When you go into a hole or geyser underground, any Pikmin 
buried in the ground will be left behind. 


¢ Once you have gone down a level, you cannot return to 
the one you just descended from. 


If you lose all of your Pikmin or both Olimar and Louie are 
defeated, the research pod will automatically abort the 
expedition and carry the fallen leaders back to the surface. 
Any treasures or creature specimens you have collected 
will be lost. 


¢ If you cannot find a geyser and still need to return to 
the surface, you can manually abort the mission and return 
to the surface. For more information, refer to page 29. 


¢ If Olimar and Louie are both defeated, the day automatically 
ends. Any Pikmin that are working, fighting, or idle will not 
make it back to the Onion in time and will fall victim to the 
nocturnal predators. The leaders will return to the surface 
at the start of the next day with freshly repaired spacesuits. 
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START/PAUSE Screens 


a eee eee eee ee 


During game-play, press START/PAUSE to 
pause the game and access the Radar, Menu, 
and Items Screens. 


Saree 


The map shows only the level you are on. 
Any areas you have not yet explored will not 
appear on the map. 


he, mn SN ATF Oe] nn ne eS RR 


Number of Pikmin in the Onion and in the ship 
The numbers are displayed in the Pikmin colours. 


Number of Z---Area Map 


Pikmin under ---- ; 
your control 


The number of - | . 
free Pikmin 


Use ©) to move the map and use 6 to zoom in or out. 


Map Icons 


Underground 
4 Research pod 


4 Olimar @ Ship 


€ Louie C2 @ baal Onion 


| 
| 
; | Hole leading to 
BA hole that you have previously &&, 
ri explored. Once all of the treasu- the lower level 
res have been gathered from a ¥ Geyser leading to 
hole, a flag will appear. the surface 


@eee@ Pikmin 


Zoom in on the map to see where Pikmin are located based on their colour. 
Idle and working Pikmin will also be displayed. 
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Press the R Button on the Radar Screen to reach the Menu Screen. 


———n—rnncweemid 14!) 01 i Sg a ate 1177 | of 2 ntact 
From here, you can see how many Pokos you have accumulated. 
In addition, you can also choose one of the following: 

CONTINUE 

GO TO SUNSET 


Return to game. 


End the day immediately and bring up the 
Today's Report Screen. 


NT SH MR SR er pratt o | 14) 4 5 Meade tmetimnatimetingge 


CONTINUE Return to game. 
GIVE UP AND Abandon the treasures you have collected in 
ESCAPE the hole and escape with your Pikmin to the 


surface. 


Venn a tm me ray me at ASTER Le em ee et ee a me 


Press the L Button on the Radar Screen to reach the Items Screen. 


Check the contents of your EXPLORATION KIT and the number 
of sprays you have at your disposal. 


Number of sprays 
at your disposal 


Berries Collected - 


The number of 
burgeoning spider- 
wort berries you 
have collected. 
Collect 10 berries 
to produce one 


spray. 


What is the EXPLORATION KIT? 
The ship’s vast hold contains all kinds of 


EY SF Ma / n fo] ARNT OLY Af) pe 


curious odds and ends, As you collect more | D) PIKLOPEDIA (®) TREASURE HOARD 

treasures, some of them can be combined | Press the A Button to throw the Press the A Button to zoom. 

with these odds and ends to create powerful | creature a PIKPIK CARROT. Press Press the X Button to read OLIMAR’S 

Exploration Kit tools for Olimar and Louie. | the X Button to read OLIMAR’S JOURNAL. 

These tools will make your exploration efforts NOTES on the creature. If you collect all the treasures in 
safer, more efficient, and even more fruitful. And perhaps more | After you fulfill a certain condition, a unique series, you will be able to 
importantly, each treasure you collect brings you closer to repaying you will be able to read LOUIE'S read the ship's SALES PITCH for 


the company’s sizeable debt. | NOTES by pressing the Y Button. each item by pressing the Y Button. 


(sunnemmnennmmemenneniuensinldilakl initial il lemmeeetemiotemmemansinete) 


Today’s Report 


At the end of the day, the ship will tally 
the amount of Pokos you’ve earned 
and the number of Pikmin you have 
bred and lost throughout the day. 

You also can read intergalactic e-mail. 


Press the L and R Buttons to switch between the screens. 


Read fascinating facts and stories about the treasures and 
creatures you have collected! 


© Move the camera Zoom (B) Return to the 


Area Selection 
Screen 


Press the A Button on the last screen 
to save your game. 


For more information about saving, 
refer to page 9. 


Press the A Button to go to the next 
screen or the B Button to go back to 
the previous one. 


From the Mail Screen, press the L Button 
or the R Button to read previously received 
messages. 
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In this rough and ruthless Two-Player Mode, one player is red and 
the other is blue. To win, you must either steal your opponent's 
marble and carry it to your Onion or find four yellow marbles and 
carry them to your Onion. 


~ 2-P Battle 


¢ Pikmin that have been eaten by creatures cannot be recovered. 


¢ If your character falls in battle or you lose all of your Pikmin, you 
have lost and the game is over. 


©) Choose a 
Battle Arena 


© Confirm 


Dc cinlie ghpgecccnecscccgane ‘ 
4 @ 2-Piayer Battig & . 


Gatto Arenas 


Adjust HANDICAP 
SETTINGS with the 
L Button and the 

R Button. This deter- 


eae 


Battie Fiels 


@@ RULES mines the number 
of Pikmin each player 
Return to the begins with. 
Title Screen 


Course Select Screen 


Pl 


“fou tanno’ cal) your opponen’’s 
Pikmin with your whistle by pres- 
sing the B Button. 


** Roulette 


Find a cherry and carry it back to your Onion to earn a spin on the 
roulette wheel. The wheel is lined with a wide variety of helpful 
bonuses for your team and devious afflictions for your opponent. 
The wheel will spin and stop by itself. The effects you win on the 
roulette can be used at any time. 


You can hold up to four roulette effects at any time. 


In both 2-P BATTLE and CHALLENGE MODE, the placement of the 
items will change every time you play a map. Press START/PAUSE at 
any time to exit. 
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Cc eh Challenge Mode _ etait 


Find a special treasure in the main game to unlock CHALLENGE 
MODE. A CHALLENGE MODE option appears on the Main Menu 
once you've unlocked it. In this mode, you must earn as many 
points as possible by conquering areas packed with creatures and 
treasures with only a limited number of Pikmin and a short amount 
of time. 


Choosing 
CHALLENGE ARENAS 


Arena Information 


The column on the right side of the 
screen indicates the colour and number 
of Pikmin and types of sprays you will 
have at your disposal, along with the 
number of FLOORS in the arena and 
the current single-player and two-player 
cooperative high scores. 


* Clear Arenas to unlock additional challenges. 


* Challenge Arenas can be played either Single-Player or in Two-Player 
Cooperative Mode. 


Toto) amount you 2 enero shane set aene Number of Pikmin lost 
have earned : : 


~-* TIME remaining 


~ THE KEY 


When you find THE KEY, take it to 
the research pod to open up a 
‘ hole leading deeper underground. 
7 x ns Take as many treasures as you 
eet S ph heft can to the Pod and ride the geyser 
Fess ee to the surface to clear the course. 


The faster you clear a challenge 
arena, the more time-bonus points you 
will receive on the Results Screen. 


The game ends if you fail to reach the 
exit and complete the Challenge Arena 
before time runs out. 


us 


Results Screen 
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Pikmin Q&A ) 
SS wa aS ae ea SS SS a” 
These creatures are too hard to beat! (Q) Time goes by fast, and | can’t seem to get a lot 
What do I do? done in a day. How do I work faster? 

(A) To defeat a large creature, try attacking with a large group (A) Don’t worry too much about time! Unlike Olimar’s previous 
of Pikmin. Pikmin may be small, but in large numbers, they trip to the planet, this time you have an unlimited number of 
can defeat even huge creatures. There are some creatures days to explore. However, there are several ways to get work 
that can only be defeated in a special way, like attacking from done faster. If you separate the Pikmin and have them do 
behind or using a certain colour of Pikmin. You can also try different tasks at the same time, you can make more effective 
attacking with Pikmin that are resistant to the creature’s use of time. For example, if you have 60 Pikmin, make 20 
special attack. Think about your strategy carefully before you of them work on breaking down the wall blocking a path, 20 


work on collecting pellets and creatures, and the remaining 
20 defeat an enemy. 


charge into battle. 


To select the type of Pikmin you want to throw, press and hold the Press the X Button to dismiss your Pikmin and divide them 
A Button and press left or right on the # Control Pad. Tap the A Button between Olimar and Louie, having each take a squad to 
repeatedly to throw the same colour of Pikmin. a different area. This eliminates the long walk between areas. 


Press the Y Button to switch between leaders and work more 
(Q) How can I increase the amount of one colour of Pikmin? efficiently. Don’t let any of your Pikmin get free. Keep them busy! 


Pikmin will naturally carry pellets and defeated creatures back 
to the Onion of their same colour. For example, if you want to 
make more yellow Pikmin, have just your yellow Pikmin carry 
pellets and defeated enemies. 


Once you have collected a certain special item, you'll be 
able to execute a sleepy secret move. 
Dismiss your Pikmin, hold the X Button and... 


Press the X Button to dismiss your Pikmin and 
& separate them by colour. Press the B Button to use (Q) | can’t find any white or purple Pikmin! 
me Why? 


"your whistle to call only the colour of Pikmin 
you want to use. Direct them to an object with the 
C Stick or throw them by pressing the A Button. A] White and purple Pikmin cannot be found on the surface. 


You must explore underground to find them. These Pikmin are 
not bred in an Onion, so they must be born another way... 


It's hard for me to get a lot of Pikmin to the entrance 
of the hole... Any hints? 


Defeat all the creatures in your path before running straight 
to the hole. In order to avoid creatures and dangers, one 
strategy might be to throw Pikmin onto an elevated area, take 
a different route, and regroup later. While exploring under- 
ground, use each cave’s unique terrain to your advantage. 


© I've found a strange flower. 
What is it? 


| A) This flower is called a candypop bud. If you throw a Pikmin 
into it, the bud will eject a Pikmin seed that matches its colour. 
When you want to increase the number of a specific colour of 
Pikmin, throw in Pikmin of the colour that you have an abun- 
dance of. There are rumours that multi-coloured candypop buds 
exist somewhere underground. 
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Options 


SES SS |= 


Ee a Qe 
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Select OPTIONS from the Main Menu to adjust the game settings. 
From the Options Menu, use the Control Stick to select the feature 
you want to adjust. | 


Once you have changed the settings, choose SAVE SETTINGS 
and press the A Button to save. 


LANGUAGE 
Here you can choose the language of the game. . 


RUMBLE FEATURE 
Set the controller rumble function to ON or OFF. 


SOUND 
Set the sound to output in MONO, STEREO, or SURROUND. 


MUSIC 
Adjust the volume of the background music. 


SOUND EFFECTS 
Adjust the volume of the sound effects. 


DEFLICKER 
Set the deflicker feature to ON for softer graphics or OFF for 
crisper graphics. 
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High Scores and Bonuses 
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Select HIGH SCORES from the Main Menu to view statistics on 
DAYS SPENT adventuring, PIKMIN LOST, PIKMIN BORN, and 
TOTAL PLAY TIME. 


¢ The first, second, and third best scores are recorded. 


¢ GRAND TOTAL shows the high scores you received at the point 
you paid back all of the debt. 


¢ TREASURES shows the high scores you received at the point 
that you collected 100% of the treasures. 


Qs through entries B) Return to the Main Menu 


From the Bonuses Screen, you can view cinemas you have 
unlocked. Keep playing the game to unlock more cinemas! 


Use the Control Stick to select a cinema, and press the A Button 
to watch your selection. To return to the Main Menu, press the 
B Button. 
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[0603/UKV/GCN] 
The PEGI age rating system: 


Age rating Note: There 
categories: 3 }- 12: 16: 18: are some local 
variations! 
[rr pt nt wir pent wor. peaint I wir pegint worn pot into 
Content BAD LANGUAGE DISCRIMINATION DRUGS 
TOSCO: hi 
‘ FEAR SEXUAL my VIOLENCE 
ea S Raia 
VY 


For further information about the Pan European Game Information (PEGI) 
rating system visit: 


http://www.pegi.info 
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24 MONTHS WARRANTY 


For a period of 24 months from the date of original purchase by a consumer 
within the European Economic Area Nintendo of Europe GmbH warrants to 
the purchaser that this product is free from defects in material and work- 
manship at the time of such purchase and, further, Nintendo will, without 
charge to the purchaser, at its complete discretion either repair or replace 
the defective product. 


¢ This warranty does not apply if the defect is caused by the purchaser’s 
and/or any third party’s negligence, unreasonable use, modification, 
inappropriate repair, use of the product otherwise than in conformity 
with Nintendo’s instruction manual or as a result of accidental damage. 


¢ This warranty does not apply to products which have been used prior 
to the date of original purchase, whether for rental purposes or otherwise. 


* This warranty does not affect any statutory rights which the purchaser 
of consumer goods may have. 


In case of a defect covered by this warranty please contact:- 


Nintendo Service Centre 
Codestorm House, Walton Road, Farlington, Hampshire, PO6 1TR 
Tel: 0870 60 60 247 
(Calls are charged at the National Rate to the caller) 


When sending the product to the Nintendo Service Centre, please use, if 
possible, the original packaging, add a description of the defect and attach 
thereto a copy of your proof of purchase showing the date thereof. 


If the 24 months period has already expired or if the defect is not covered 
by this warranty, Nintendo of Europe GmbH may still be prepared to repair 
or replace the product. For further information about this and in particular 
the details of any charges for such services please contact:- 


Nintendo Service Centre 
Tel: 0870 60 60 247 
(Calls are charged at the National Rate to the caller) 


THIS WARRANTY DOES NOT APPLY TO EX-RENTAL 
OR SECOND-HAND PRODUCTS. 
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Call our 24 hour automated games hotline 
for assistance on selected Nintendo software. 
The games on this line are being updated frequently. 


To call the automated hotline, dial 


09067 53 50 40 


(touch-tone phones only, please dial carefully). 


Calls to the automated hotline currently cost 75 pence per minute 
(charge correct at time of printing - January 2004 - 
but is subject to change without prior notice). 


A call to the automated hotline will cost no more than £3 
and your call may be brought to an end automatically in order 
to ensure that this cost is not exceeded. 


You must gain the permission of the person responsible for paying 
the telephone bill before phoning the automated hotline. 


hitp:/ awe ceplacernentdacs.cort 


(©) Gamecube. 
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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO® HARDWARE SYSTEM, GAME DISC OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING - Seizures 


akWoOn 


Some people (about 1 in 4000) may have seizures or black outs triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Loss of awareness 
Disorientation 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don’t think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWARNING - Electric Shock 


To avoid electric shock when you use this system: 


Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AXCAUTION - Laser Device 


The Nintendo GameCube is a Class 1 laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons y 
simultaneously for 3 seconds. 


L Button 
—* 


= GAMECUBE —- 


Control 
Stick C Stick 


This official seal is your assurance that Nintendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when 


buying games and accessories to ensure 
complete compatibility with your 


Nintendo product. 


All Nintendo products are licensed by sale for use only with other authorized 


products bearing the Official Nintendo Seal of Quality.® 


THIS GAME SUPPORTS 


Official 


Seal of Quality 


THIS GAME IS COMPATIBLE 


SIMULTANEOUS GAME PLAY WITH THE NINTENDO 
WITH ONE, TWO, THREE OR GAMECUBE MODEM 

eauN(2am FOUR PLAYERS AND ADAPTER. 

Simultaneous CONTROLLERS. 


THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 


THIS GAME IS COMPATIBLE 
WITH THE NINTENDO 


GAME PROGRESS, SETTINGS GAMECUBE BROADBAND 
ime OR STATISTICS. MODEM. 
Card 
THIS GAME IS COMPATIBLE 
WITH THE GAME BOY 
ADVANCE PORTABLE VIDEO 
ua §=GAME SYSTEM. 


Advance compatible 


THIS PRODUCT HAS BEEN RATED BY THE 
ENTERTAINMENT SOFTWARE RATING BOARD. FOR 
INFORMATION ABOUT THE ESRB RATING, OR TO 
COMMENT ABOUT THE APPROPRIATENESS OF THE 
RATING, PLEASE CONTACT THE ESRB AT 
1-800-771-3772, OR VISIT WWW.ESRB.ORG. 


CONTENT RATED BY TEEN 
ESRB 


BLOOD 
VIOLENCE 


LICENSED BY 


NINTENDO, NINTENDO GAMECUBE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 
© 2001 NINTENDO. ALL RIGHTS RESERVED. 


Thank you for purchasing Phantasy Star Online Episode | & II™. Please note 
that this software is designed only for use with the Nintendo GameCube™. Be 
sure to read this instruction booklet thoroughly before you start playing. 


Note: “Phantasy Star Online Episode | & II™” will hereafter simply be 
referred to as “PSO.” 


SETTING UP .... cece cece cece cece crc cceec ceed 
CONTROLS .... cece cere ccc cece cece ccreccee dD 
SOFTWARE KEYBOARD ........cecccccccceeeeeeO 
GAME MENU ....... cece cece ccccccccccceccce D 
NETWORK SETUP ........ccccccccccccccceceee IO 
PURCHASING A HUNTER’S LICENSE/WEBSITE .....15 
CAUTIONS ON NETWORK CONNECTION......... 17 
HOW TO START... 1... cere cree ccc cccvcccecccee IS 
PLAYING THE ONLINE GAME .........eeeeeeee2 20 
BATTLE MODE ......cccccccccccccccccecccveee ZO 
CHALLENGE MODE ........ccccccccccccvcccvec dll 
PLAYING THE OFFLINE GAME .........eeeeeeeee dd 
CONTROLS DURING THE GAME .........ee+ee0-37 
GAME DISPLAYS & MENUS ........-eeeeeeeeee- 40 
CHARACTERS ..... cece cece ccc cccccceccceee De 
MISCELLANEOUS. .......ccecccccccccccccccees JF 
DOWNLOADING MINI-GAME .........e++ee++++ 96 
TERMS OF AGREEMENT .........cecccceccceeee dO 


FAQ ss deccsereins occee doh auaces Mets 60 
»% 


PASSWORD (MEMO) 


CO) 


Apart from the Serial Number and Access Key, a self-created Password is 
required to play online. Write down your Password here for safe keeping. 


SETTING UP 


i=) 


HARDWARE SETUP 


PSO is a one to four player game. Connect the 
Nintendo GameCube™ Controllers to the Controller 
Socket 1, 2, 3 and 4 (depending on the number of 
players participating) in order. You will not be able to 
play properly with the controller connected out of order. 


USING PROGRESSIVE SCAN TV ; 


The Nintendo GameCubeTM Component Video Cable is available only 
through Nintendo, visit www.nintendo.com or call 1-800-255-3700. This 
software is compatible with progressive scan video output, using the 
Component Cable (sold separately). Please refer to the instruction manual of 
Nintendo GameCube™ for the direction on how to connect. 


ODE l&I| 


@ Connect your TV set and Nintendo GameCube™ with the Component Cable. 
CJ @Place the PSO Game Disc inside the GameCube™, close the Disc Cover, 
— _ and press the POWER Button. 
QO. @ After the Nintendo GameCube™ logo is displayed, press and hold 

the ® Button. 
LL! @You will be asked whether to display in Progressive Mode. Select “Yes” 
Zand the game will be displayed with Progressive Scan output. 


—1 Once the Progressive Mode is selected, unless the video cable is changed, the 

Z Display Mode Select screen will be displayed each time the power is turned on, 

© without pressing the ® Button. Also, depending on the type of television set you 
are using, the horizontal/vertical ratio of the screen may be changed. 


a I 
hie SAVE FILES _ 


V1 PSO is a Nintendo GameCube™ Memory Card compatible game (Memory 
Card sold separately). There are 6 types of save files, some being created 
\M, automatically on the first time PSO Game Disc is started up. Never turn OFF 
<{ the Nintendo GameCube™ power or remove the Memory Card while the 
f— game data is being saved. Please also note that, when you erase either the 
Z. System File or the Character File, you may not be able to use all remaining 


<{_ save files. 
C Wi SAVE FILES THAT ARE CREATED AUTOMATICALLY 
Q_ (Can be used only with the Memory Card inserted to Memory Card Slot A.) 


System File 3 blocks 
Character File 11 blocks 
Guild Card File 10 blocks 


Hi SAVE FILE FOR NETWORK SETTINGS 
SEGA Network Info. 4 blocks 


Hf OTHER FILES 
Snapshot File 15 blocks (Can be used only with the Memory 

Card inserted to Memory Card Slot B.) 

Download Quest Files Size vary according to the size of 


the Quest. 
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CONTROLS 


y= #) 
{) Button 
: : @ Button 
| (Button Sa 
@) Button ~ aie Se Botton | 
pte >) 


Stick Cc 
Pee Control a Sibuian 
Pad 1 | . | Button 


START/PAUSE 
i TITLE SCREEN/GAME MENUS/MENU ITEM SELECTIONS 


CANCEL 


SWITCH BETWEEN PAGES 


Hi VISUAL LOBBY/WITHIN THE CITY/IN BATTLE 


START/STOP utton DISPLAY THE MAIN MENU 
| Control stick MOVE CHARACTER 
+ Control Pad/C Stick SELECT 


ENTER/USE CENTER ACTION MENU 
CANCEL/USE LEFT ACTION MENU 


USE RIGHT ACTION MENU 


DISPLAY SOFTWARE KEYBOARD 
CAMERA VIEW/SWITCH BETWEEN PAGES 
SWITCH BETWEEN PAGES/TOGGLE ACTION MENU 


Anytime during the gameplay, simultaneously press and hold the 
Button, Button, and the START/PAUSE to return to the Title Screen. 


+ For detailed description of the controls, see each section, starting 


with p.18. 
+ The functions of the (1)/[R) Buttons can be switched via Button Config 
under Options of the Main Menu (—*p.51). 
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SOFTWARE KEYBOARD 


=) 


Chatting during the game play can be performed by 
entering messages using the Software Keyboard. 


SELECT LETTERS/CHARACTERS 
ENTER SELECTED LETTER/CHARACTER 
DELETE A LETTER 

€B Button CHANGE CHATTING METHOD 
SHOW/HIDE SOFTWARE KEYBOARD 
TOGGLE BETWEEN LETTERS & SYMBOLS 


DELETE WHOLE SENTENCE 
DELETE SELECTED LETTER 
SEND MESSAGE 
ENTER SPACE 
DELETE A LETTER 
CANCEL CHAT (HIDE SOFTWARE KEYBOARD) 
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EXIT 


Hi SOFTWARE KEYBOARD IN NON-ENGLISH LANGUAGE 


If you set the Language Setting in the Options to language other than 
English, you will be able to type in letters and characters not available in 


English Software Keyboard. Also, with Language set to Japanese, some 
Software Keyboard keys have special functions in addition to functions 
shown above. In any language, use the (1)/[R) Buttons to toggle between the 
input modes. Have fun talking to players all over the world! 


PHANTASY STAR ONLINE EPISODE /&Il 


Convert word(s). 

Enter converted word(s). 
Convert into hiragana. 
Convert into katakana. 


GAME MENU 


PSO is a network role playing game, where the actions take place aboard the 
starship “Pioneer 2” and on Planet Ragol. Online you will meet a variety of 
people from all over the world. Overcome language barriers by using the five 
language “word select” feature that enables communication with users whose 
language is different from your own. Organize a team to play the game online or 
embark on Hunter’s Guild quests, all the while chatting to exchange information. 
Of course you don’t have to be online to play PSO. There is also an offline 
mode. Online or offline, we hope you will enjoy the exciting world of PSO. 


STARTING UP PSO FORTHE FIRSTTIME _ 


On the first time you start up PSO, the Terms of 
Agreement Screen will be displayed. Select Agree 
to proceed. Next, you will be asked to adjust the 
calendar setting of the Nintendo GameCube™. If the 
calendar is set correctly, select NO to continue with 
startup, or select YES to switch to the Calendar 
Screen for adjustment. 

Note: You will not be able to purchase the Hunter’s License (—p.15) if the 
calendar/clock is not adjusted correctly. 


SAVING 


A Memory Card is required to save PSO game data. Without a Memory 
Card you will not be able to play this game. Please see p.4 for the types of 
Save Files. To save game data, online or offline, select Quit Game 
(—p.51) from the Main Menu to save. Never turn OFF the Nintendo 
GameCube™ power or remove the Memory Card while the game data is 
being saved. Doing so will corrupt the game data, making it unable to be 
played the next time the game is started up (in such situations, a warning 
message will be displayed). 


STARTING A GAME , 


During the Title Screen, press START/PAUSE to 
display the Game Menu. Use the + Control Pad AW 
to select the mode to play, and press the @ Button to 
start the game. 


The first time you select this mode, you will need to configure your Network 
ISP settings. Follow the setup procedure and save the settings to your 
Memory Card. After configuring your network ISP settings, it is suggested 
that you purchase the required Hunter’s License before returning to the PSO 
Main Menv. Please see the section “Purchasing a Hunters License” (—+p.15) 
for more information. If your network ISP settings are already configured and 
you have purchased a Hunter’s License, select the Return to the game link 
to return to the Title Screen. Select ONLINE GAME to create/select a 
character, and follow the instructions to connect online. 


GAME MENU GAME MEN 


=_.®, 
Hi FLOW TO STARTING THE ONLINE GAME Se ceeae Adjust the volume balance. Use 4 to select either BEM 


SELECT ONLINE GAME DURING THE TITLE SCREEN Ber eeuna etiees) and sees aoaidst tne levels 


| Snapshot Selects whether to use the Snapshot function. To use, 
FIRST TIME PLAY HAVE PLAYED BEFORE 
(SAVE DATA EXISTS ON MEMORY CARD) 
NETWORK SETUP SCREEN (P.10) 


a Memory Card with 15 blocks of free memory space 
must be inserted to Memory Card Slot B to create a 

PURCHASE HUNTER’S LICENSE (P.15) 

CHARACTER SELECT SCREEN (P.18) 

7 2s SO 


Snapshot File. Afterwards, the snapshot taken during 
PURCHASE HUNTER’S LICENSE REMINDER SCREEN (P.19) 


the game can be viewed by accessing this menu item. 
EE EEE Se 
ENTER SERIAL NUMBER/ACCESS KEY/PASSWORD (P.19) 
EE SEs 


Hi HOW TO TAKE A SNAPSHOT 
START ONLINE PLAY! 


Press the (1) Button of the Controller connected to the Controller Socket 4 to 
display the finder. Use the following controls to take snapshots. 


® Button Take a snapshot of the screen inside the finder. 
Button Take a snapshot in scale-down size. 
Button Hold while taking a snapshot to make 
it monochrome. 
() Button + (8) Button Zoom the camera in (press the (R) Button)/ 
out (release the (R) Button). 
Control Stick Rotate camera. 


C Stick Move the finder. 
Q_ Play the game without connecting online. There are two modes available: " . a 


LLI SINGLE MODE (play by yourself) and MULTI MODE (play with up to 4 Note: You can only take one snapshot per Memory Card. If you attempt to 
i) Players). See p.33 for details. take a snapshot with a Memory Card containing a snapshot file, you will 


be asked whether to overwrite. 


Network Option Change the network settings, or purchase a 


Hunter’s License. 


UDP Option Set the UDP Option to Auto, UDP ON, or UDP OFF. 


Note: Unless you have difficulties connecting to the 
network or your ISP has advised you not to accept 
UDP packets, it is suggested that you DO NOT modify 
this setting. 


Modify the language setting of the PSO. Provider Option Select this option fo setup or change your ISP configuration. 
| == Sound Set the sound output to Stereo, Monaural, or 
Dolby Surround PRO LOGIC II. 
DO [posy] HOW TO ENJOY GAME WITH 
DOLBY SURROUND PRO LOGIC Il 


Dolby, Pro Logic, and the double-D symbol are trademarks of Dolby Laboratories. 


ISODE 1&ll 


) 
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ZZ. Change game settings. Use the + Control Pad AW to 
© select the menu item, and press the @ Button to enter. 
Next, use the + Control Pad 4® to select the desired 
setting, and press the @ Button to change. Press the 
<L Button to return to the previous screen. 


R 


Buy a In order to play PSO with other players online, you 
HUNTERS MUST first purchase a Hunter’s License. To do so, select 


LICENSE this option. 


PHANTASY ST 


frei (ulsteam Select this option to view your registered Serial 
Access Key/ Number, Access Key, and Password. If you have 
Password never entered this data, No Info will be displayed. 


[Exit =] Save the Options settings to the Memory Card, and 


return to the Game Menu Screen. 


PSO. Use the + Control Pad 4 to select music, and 
press the @ Button to play, and press the ® Button to 
stop. Press the ® Button again to return to Options Menu. 


This game is presented in Dolby Surround Pro Logic II. Connect your game 
console to a sound system with Dolby Pro Logic Il, and select "Dolby 
Surround Pro Logic II" in the Options Screen of the game to experience the 
excitement of surround sound. 


Select WEBSITE to purchase a Hunter’s License, view/configure your existing 
PSO account, get help, or access the PSO Bulletin Board. If you have not 
previously configured your network ISP settings, you will be prompted to do 
so before connecting to the PSO Website. 
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NETWORK SETUP 


PREPARATION FOR CONNECTION 


In order to play PSO online (—*p.20), view PSO website, or purchase 
Hunter’s License (—+p.15), you must first set up the network settings. Here is a 
step-by-step explanation for network setup. 


NETWORK SETUP CONTROLS 


MOVE CURSOR 


SELECT MENU ITEM 
_ ENTER SELECTION 


Menu items can be selected either by moving the cursor using the Control Stick 
— over to the desired menu item, or by using the + Control Pad to highlight 
Ww desired menu item. Press the @ Button to enter selection. 


=e SOFTWARE KEYBOARD 


Network information is entered using the Software 

Keyboard. Move the cursor over the input field, and 

press the @ Button to display the Software Keyboard. 

The Keyboard controls are different from the one 

used in the main game of PSO. 

* For Software Keyboard used in the main 
game, please see p.6. 


LINE EPISO 


Ss Bn MOVE CURSOR/SELECT LETTERS/CHARACTERS 


+ Control Pad 


SELECT LETTERS/CHARACTERS 


£ ENTER SELECTED LETTER/CHARACTER 

- DELETE A LETTER 

>~ CCEEEICSEVVTEYATY «HIDE SOFTWARE KEYBOARD 
ENTER SPACE 


< a ee 
| ae 


TOGGLE BETWEEN LETTERS & SYMBOLS 
CANCEL ENTRY 


== 
O- (@ PREPARING YOUR NETWORK DEVICE 


Depending on your networking environment, attach either the Nintendo 
GameCube™ Modem Adapter or the Nintendo GameCube™ Broadband 
Adapter. Please read the Instruction Booklet of the respective device for 
instructions on how to attach. 


CAUTION ’ 
Never remove the Nintendo GameCube™ Modem Adapter or 


Nintendo GameCube™ Broadband Adapter while your Nintendo | 
GameCube" is turned on. | 
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NETWORK SETUP 


ot 


@ CREATING THE SEGA NETWORK INFORMATION FILE 


You will next create a save file SEGA Network Information, which contains 
the network settings. This can be created when you select either ONLINE or 
WEBSITE for the first time from the Main Menu. 
Select the Memory Card Slot with the Memory Card 
that you wish to create the SEGA Network 
Information file in. Do not remove the Memory Card 
while creating the save file. From here on, the 
network settings will be overwritten on this file. A 
caution message will be displayed to notify such 
action. Select Yes and press the @ Button. 

+ The remainder of the network setup deals with your ISP 
configuration. If you do not know your ISP settings, it is 
suggested that you consult your ISP or have a parent or 
guardian complete the rest of the network setup. For further 
information about the PSO Network, please read the sections 
“Cautions on Network Connection” on p.17 and “Terms of 
Agreement” on p.58. 


© NETWORK SETUP MENU 


When the Network Setup Menu is displayed, select 
Network Setup to proceed or select Return to 
the game to exit. 

The steps for the Network Setup vary according to 

your network environment. The game will 

automatically detect which device is connected (Modem Adapter or 

Broadband Adapter), and display the appropriate setup screen. 

+ Throughout the ISP network setup process, if there are any 
options you do not understand, move the cursor over the 
underlined word(s) and press the ® Button to display more 
detailed information in the bottom window. 


@-A MODEM ADAPTER SETUP 


(The Select network information settings Screen will 
be displayed. Move the cursor over the box with 
ISP name, and press the @ Button fo display the list 
of available ISP profiles (by default, Provider 
1~3 will appear). If you have already configured 
any of the three provider profiles, the Profile name Provider | I 
you chose will appear in the menu. To modify or 
create a new ISP profile, select one and choose Provider 3g 
Edit menu to advance to the next screen. ‘ 
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NETWORK SETUP 


Bare, 


PHANTASY STAR ONLINE EPISODE /&Il 


(2) Next, the Edit ISP name Screen will be displayed. 
You have the option to change the name of this 
setting. It is recommended that you enter a name 


that is easily recognizable, such as the name of the 
ISP you are contracted with. When done, select 
Next to advance. 


(3) Next, the Modem settings Screen will be displayed. 

How fo dial 
Select Tone or Pulse. Consult your phone carrier if 
you are not sure which type your phone line requires. 

Outside line 
Most phone lines do not require an outside line 
prefix to dial out. However, in some cases such as 
a company or dormitory phone line, an outside line prefix is necessary. If 
so, enter the number in the space provided. 

Line timeout 
While connected to the Internet, if the game does not receive a response 
(i.e. the controller has not been touched) for the amount of time specified 
in Line timeout field, the phone line will automatically be disconnected. 


By selecting Details, you can enter detailed modem settings (additional AT 
commands), but it is not required unless a particular situation requires it. 
When done, select Next to advance. 


From here on, read the network settings provided by your ISP, 
and enter where necessary. 


@ Next, ISP settings 1 Screen will be displayed. Enter 
information provided by your ISP. Depending on the 
ISP, the User ID may also be called Login ID. If 
you do not enter Password here, you will be asked 


to enter each time you connect to the network. You 
must enter User ID and at least one Phone number. 


If these are not entered, you cannot advance to the 
next step. When done, select Next to advance. 


©) On the ISP settings 2 Screen, you must select the 
Automatic or Manual DNS server address 
setting. It is suggested that you choose Automatic 
unless you know how to configure your DNS settings 
manually. When done, select Next to advance. 
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NETWORK SETUP 


= @, 


© On the Browser settings Screen, you can enter a 
Proxy server address and port number if you use 
one to connect to the Internet. If you are not sure, 
it is suggested that you leave both fields blank. 
When done, select Next to advance. 


The network settings for the Modem Adapter are now complete. Select Save 
to save new settings to the SEGA Network Information file. Select Cancel to 
start over. While saving, please do not remove the Memory Card. 


BROADBAND ADAPTER SETUP 


@ The Select network information settings Screen will 
be displayed. Move the cursor over the box with ISP 
name, and press the @ Button to display the list of 
available ISP profiles (by default, Provider 4~5 will 
appear). The game will connect to the network using 
the ISP setting selected here. If you have already 
configured either of the two provider profiles, the 
Profile name you chose will appear in the menu. To 
modify or create a new ISP profile, select one and 
choose Edit menu to advance to the next screen. 


(2) Next, the Edit ISP name Screen will be displayed. 
You have the option to change the name of this 
setting. It is recommended that you enter a name 
that is easily recognizable, such as the name of the 
ISP you are contracted with. When done, select 
Next fo advance. 


From here on, read the network settings provided by your ISP, 
and enter where necessary. 


@ Next, Ethernet settings Screen will be displayed. 
Connection Settings 
Select from one of the following three settings. 
* Automatically obtain an IP address (DHCP) 
Select this to automatically acquire an IP address 
from your broadband router or modem. Please see 
your router or modem documentation for details on 
configuring DHCP. This is the most common setting. 
¢ Manually set an IP address 
If you have a static IP address from your ISP, please select this. Contact 
your ISP for details 
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NETWORK SETUP 
"PSO 


Connection Settings (Cont’d) 
° Use PPPoE 
If you connect directly to an ADSL modem that requires authentication, 
select this. Contact your ISP for details. 

+ If you turn the Nintendo GameCube’s power OFF or disconnect 
the ethernet cable while connected to PPPoE, you may not be 
able to reconnect to the network for a while. 

Line timeout (minutes) 

While connected to the Internet, if the game does not receive a response 
(i.e. the controller has not been touched) for the amount of time specified 
in Line timeout field, the phone line will automatically be disconnected. If 
you don’t want your broadband adapter to automatically disconnect, 
select” Do not automatically disconnnect.” After making your selection, 


select Next to advance. 
a os 
— 


The network settings for the Broadband Adapter are now complete. Select 
Save to save new settings to the SEGA Network Information file. Select 
Cancel to start over. While saving, please do not remove the Memory Card. 


© END OF SETUP 


After you have configured your network settings, you 
may proceed to Purchase a Hunter’s License or 
Return to the game. 


@ Next, enter information according to the selected 
Connection settings. 

IP address auto-settings 
Enter DNS server addresses and DHCP hostname. 
If neither is specified by your ISP, you do not need 
to enter. 


IP address manual-settings 
Enter values provided by your ISP. 


PPPoE settings 
Enter User ID and password necessary to connect 
to your ISP. IF DNS server address is not specified 
by your ISP, you do not need to enter anything. 


©) Finally, the Browser settings Screen. Enter proxy 
server address and proxy port number. If there is 
no specification by your ISP, you do not need to 
enter anything. When done, select Next to 
advance (end). 
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PURCHASING A HUNTER’S LICENSE/WEBSITE 
“PSO 
PURCHASING A HUNTER’S LICENSE 


In order to play PSO online, you must purchase a Hunter’s License. Here is 
an explanation of how to do so from your Nintendo GameCube. 


Once you have configured your network settings (—+p.10), select WEBSITE 
from the Main Menu. Alternatively, you may select Buy a HUNTERS 
LICENSE under the Options Menu (—p.8). 


(2) Confirm which memory slot holds your network information file. 
Important: Do not remove the Memory Card at any time during 
this process. Doing so could corrupt your PSO files. 


(3) At the PSO Episode | & Il website splash page, press the @ Button to 
access the website. 


@) Confirm (select Yes) to gain access to the network through your network 
access device (modem or broadband adapter). 


©) From the Home Page, select Create Account and follow the steps to 
purchase your Hunter’s License. 


You must be 18 years old or have a parent sign up for you in 
order to purchase a Hunter’s License. 


PHANTASY STAR ONLINE EPISODE I & II \ 


The Phantasy Star Online Episode | & Il website also has the following sections: 


() Home Page 
Displays server status messages and notices of New Quest Downloads. 
(@) Edit Account 
Use this section to update your account information (including contact and billing 
info), restore a previously expired account, or view your transaction history. 
@ Help 
Use this section to read Frequently Asked Questions, contact SEGA for 
more help or have your username and password sent to you. 


You may also access this website and all of its features, including 
the purchase of a Hunter’s License, from a PC at: 


http://www.sega.com/pso_gen 


WARNING!!! 

After entering your Serial Number and Access Key for the first time, you will 
be prompted to create a password before connecting online. This password is 
tied directly to your Serial Number and Access Key and MUST be used any 
time you create a new PSO character. The password can be stored on your 
memory card so that you don’t need to re-enter it every time you go online, 
but it’s suggested that you write it down and store it in a safe place so that it 
can be retrieved later if necessary. If you choose to save the password to your 
memory card, it can be viewed along with your Serial Number/Access Key 
information by selecting “Options” from the PSO Main Menu. 


15 
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PURCHASING A HUNTER’S LICENSE/WEBSITE CAUTIONS ON NETWORK CONNECTION 


BROWSER CONTROLS ABOUT THE CHARGES 


Here is the explanation of browser controls for viewing PSO web pages. @ Upon playing the ONLINE GAME, apart from Hunter’s License, there 
may be telephone charges for connecting to your ISP. Please check with 
your telephone company/ISP regarding any possible charges and to make 
Press the Button to display Menu Bar at the bottom of the screen.For sure you are using a local number. 
more information, move the cursor over each icon and press the A Button to 
select the option. NETWORK BEHAVIOR 
00:00@ @ Avoid a user name or a TEAM name that may be offensive to 
other users. 
loa). OMA*e When playing in the ONLINE GAME, you can set a user name or a 
— TEAM name freely. However, it is possible that any user playing the 
Uy 0 ONLINE/OFFLINE DISPLAY ONLINE GAME may see them. Therefore, avoid creating a name that 
— Indicates whether you are currently connected to the network (ONLINE) or can be considered inappropriate. 
not (OFFLINE). Move the cursor over the indicator, and press the @ Button. @ Do NOT make remarks that may hurt other users. 
When ONLINE is displayed, the game will disconnect from the network; Chat and Simple Mail are letter communication tools that enables user to 
when OFFLINE, the game will reconnect to the network. enjoy talking with each other. It may be the case that some words may 
‘ contain the spelling of words that could be considered offensive, and if so, 
@ ELAPSED TIME OF CONNECTION the word(s) may be shown as symbols (ex. #$@). Make sure to be considerate 


of others when chatting online. 
@ Keep your personal information confidential. 
© SECURITY A great number of users may view your conversations in the ONLINE 
GAME. Keep your personal information such as an address or a phone 
number confidential. Also, do NOT make any statements that run contrary 
to public order and standards of decency, or that break the law 
WARNING! If you are entering personal information while using 


Indicates how long you have been connected to the network. 


Whenever you enter a page where the information being transmitted is protected, 
a locked icon will be displayed (the date/time setting needs to be correct). 
+k This browser supports Secure Socket Layer (SSL) Ver. 2 and Ver. 3. 


other users playing PSO by resetting a game or disconnecting a line without 


Restart loading a page. advance notice, as these actions may cause harm or inconvenience to others. 


© MENU BAR ICONS the Nintendo GameCube™ Wireless Controller (WAVEBIRD), 
there is a possibility that information is being picked up by 
le Return fo previous page fal Return to the home another WAVEBIRD receiver. It is strongly recommended that 
in memory. sala (default) page. you do not play PSO with a WAVEBIRD. 

r Advanga to the next ple Se No Neth, Gets e FeO Ned a game or disconnect a line in the middle of 
th A Screen (~p.10). The Visual Lobby and each game are common places for players to enjoy 
Senet @uitbrowsertand retutn a gameplay in the ONLINE GAME. Keep in mind that games are played 

top loading a page. x to the Main Menu. between you and other “actual” players, not computers. Also, do NOT disturb 


We reserve the right to terminate your user account, in the case 
of repeated offenses to other users or gameplay with cheated 


CL shy siicc) dere ring tne ONLINE Gane 
On any PSO webpage, any text that appears underlined or any graphic that 
A@GESS ‘SY NetFront 
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changes color when highlighted will link to a specified page when selected 
by pressing the @ Button. 


The browser built into PSO can only connect to web pages that pertain to the SEGAACCESE 
PSO online game. It is not possible to manually type in a URL and surf the NetFront by Access Co., Ltd. is adopted for the Internet Function of this product. 
internet as you would with a PC Browser. NetFront is registered trademark of Access Co., Ltd. in Japan. This software uses 


“FontAvenue” fonts by NEC. “FontAvenue” is registered trademark of NEC. All 
brands and product names are trademarks or registered trademarks of their respective 
companies. This software is based in part on the work of independent JPEG Group. 
© SEGA CORPORATION, 2002. 


While using the built-in browser, do not remove the Memory Card 
that contains “SEGA Network Information” If removed, all controls 


will be terminated until the same Memory Card is re-inserted. 


HOW TO START 


=) 


SELECT CHARACTER 


To play PSO, you must create a character. On one 
Memory Card, you can create up to four Characters. 
During the Character Select Screen, use the Control 
Stick/+ Control Pad to select the character to use, 
and press the @ Button to enter. Press the ® Button to 
return to the previous screen. 


CREATE A CHARACTER 


A character data with “NO DATA” display indicates that there is no Play 
Character saved onto that selection. When you select this, you will be asked 
whether to create a new Play Character. Select YES, and after a brief movie 
sequence of prologue, the game moves onto character creation. Select NO 
to cancel. 


SELECT PLAY CHARACTER 


A character data containing created character displays the character’s name 
and his/her character level (LV). Select it, and a menu will be displayed, 
asking what to do with it. 


Play the game with selected character. 
Delete the selected character and create anew. 


HOW TO CREATE A CHARACTER 


Before you create a character, select a profession (3 
available), then select the character type (4 available 
from each profession). Read the detailed description 
of each character type (displayed at lower right side 
of the screen) to select the type you wish to use. 


SG) CREATE A CHARACTER 
= 55 ~. %.. - 
Q_ You create your original character by customizing his/her [=SS=Ss=s 


appearance. Select the Modification Items (the selections 
vary according to the character type selected), and modify 
as you desire. During the character creation, you can rotate 
the view of the character with the (L)/[R) Button. 

Once you select OK, your character will be assigned one 
of the 10 available SECTION ID’s. Press the @ Button to 


continue (at this point, it is not possible to cancel). 


SELECT CHARACTER 


NTASY STAR ONLINE EPISODE /&II 


SECTION ID 


Select a facial type. 
18 


HOW TO START 


Select a hair (or hat) style. You 
can change the color of hair 
by adjusting the amount of 
red, green, and blue (R, G, B). 
Select a head type 

(Androids only). 


BODY Select a body color (Androids only). 
Select an outfit color. 


Select a skin color. 


Use AW to adjust the height, and <@ ® to adjust the 
body size. 


PROPORTION 


Input a name for your character. Press the ® Button to 
display the software keyboard (—*p.6). Note that you 
cannot select OK to proceed without inputting a name. 


CHARACTER 
NAME 


Press the @ Button to automatically create a character 
at random. Press again to create a different one. 


When done, select this to register created character. 
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PURCHASE HUNTER’S LICENSE REMINDER SCREEN 


When you select the Character, the Purchase Hunter’s License Reminder 
Screen will be displayed. If you have already purchased a Hunter’s License, 
select Agree to continue. Select Disagree to return to the Title Screen. 


ENTERING SERIAL NUMBER, ACCESS KEY & PASSWORD 


The first time you play the ONLINE GAME, you must input the Serial 
Number, Access Key, and Password. Enter the Serial Number and Access 
Key printed on the label correctly. For Password, enter your choice of 
alphanumeric characters, up to 8 characters long. 

* It is important to remember your password. We strongly 
recommend saving your password. If you choose not to, be 
sure to write it down. There is a space provided on the 
Contents Page (~*p.3). 

After inputting all necessary information, a Confirmation Screen will be 

displayed. Verify the Serial Number/Access Key, and proceed. Next, the 

game will ask whether to save the Password onto the Memory Card. Select 

Yes to save. Select No, and the game will ask you to enter Password each 

time you play the ONLINE GAME. After transmitting the registered contents 

to the server, if the certification is completed successfully, they will be saved 
onto the System File. From then on, you do not need to reenter the Serial 

Number, Access Key, and Password (if saved). Note also that you cannot 

change the Password, once it is registered to the data file. 


The password can consist of numerals (0~9), upper case letters (A~Z) and 
lower case letters (a~z), case sensitive. When entering, make sure to read 


and enter correctly. 


PLAYING THE ONLINE GAME 


i=) 


When you select ONLINE GAME to connect to the network and are 
successfully authenticated, a Notice Window will be displayed, followed by 
the SHIP Select Screen. This is the gateway to the world of PSO. 


If you open the Disc Cover or remove the Memory Card during 
Online play, the game will be disconnected from the network. 


BASIC MENU CONTROLS 


SELECT MENU ITEM* 
ENTER SELECTION 
CANCEL (WHERE APPLICABLE) 
VIEW INFO (WHERE APPLICABLE) 


*& With some menus, only the + Control Pad and C Stick are used for menu 
selection, as the Control Stick is also used to move the character. Where 
there are different button functions, it will be explained separately. 


LLJ — 
a SHIP & BLOCK SELECTION 


Z. In order to go on a quest, you must first select the SHIP, then the BLOCK to 
| join. Select Ship Select to proceed. For Download, please see p.27. 


Ze 


PISODE l&ll 


During the SHIP/BLOCK selection, you will not be able to join if 
CZ | the number of players currently joined has already reached the 
<C | maximum capacity. Try looking for the SHIP/BLOCK with vacant 
= | spaces or try again later on. 
Nn 
>- Select the SHIP, then the BLOCK to join in. In each menu, 
V1 press the Button to view the information (number of 

players/teams currently present) of the selected 
I= SHIP/BLOCK. When selected, you will be transported 
a to the Visual Lobby of the selected SHIP/BLOCK. 


r 
=a VISUAL LOBBY 


Once inside the visual lobby you can move around and 
chat with other users within the same block in real time. 
Press the (R) Button to change the display above your 
character from Character Name—Name & LV—Battle 
Record—Challenge Mode TitleNo Display. 
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PLAYING THE ONLINE GAME 
"PSO 


INFORMATION COUNTER 


Go to the Information Counter to organize a team (join 
existing team or create one) or to change the 
SHIP/BLOCK. Talk to the counter, and make your selection. 


ORGANIZE TEAM 


You need to belong to a team in order to investigate the planet of Ragol. To 
do so you can either join an existing team or create one of your own. After 
selecting Organize TEAM at the Information Counter, select what to do. 


Select this to display list of the teams available in the BLOCK you are currently 
in. Select and enter a team to join in, and you will be transported to the city 
in the field where that team is currently playing. A lock mark will appear next 
to teams that require a password to join. If you do not know the password, 
you will not be able to join that team. While making selection of the team to 
join, press the Button to view the team’s information. 


CREATE A TEAM 


Select this to create your own team and become its 
leader. A maximum of 4 players can join your team. 
Once 3 other players have joined, the team will 
become automatically locked. Provided that any one 
member is still connected online, that team will 
remain available for play. However, if all members of a team return to the 
visual lobby or disconnect from the network, that team will disappear. 
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i STEPS TO CREATE A TEAM 


First, select either EPISODE 1 or EPISODE 2. If you are playing 
Challenge Mode, it is recommended that you select this from EPISODE 1. 
Next, input the necessary information for the team (shown below). Select 
Registration, and you will be transported to the city. 


Team Name 

Input a name for your team. 

Password 

Set a password to limit access to your team. Leave it blank if you wish to 
make your team open to anyone. 

Play Mode 

Select a mode to play in: Normal, Challenge (—*p.31), or Battle 
(—p.28). In Challenge/Battle Mode, if you leave the game, you will not 
be able to re-enter. 

Difficulty 

Set a difficulty level of Normal, Hard, Very Hard or Ultimate. Note 
that, depending of the level (LV) of the team leader, it is possible that 
difficulty settings can not be selected. Also, there are not any difficulty 
settings for CHALLENGE mode. 


PLAYING THE ONLINE GAME 
"PSO 


TRANSPORT 


After being transported to the Visual Lobby, if you wish to move to a different 
SHIP or BLOCK, select TRANSPORT at the Information Counter. If you wish to 
move from lobby to lobby, use the Teleporter in each lobby. In each case, 
select the destination to transport yourself. With teleporter, you merely step 
into it to display the list of destinations, and step off of it to cancel. 


TRANSPORT TELEPORTER 


CHANGE MARKER 


If you are in lobby 14 or 15, you have additional option to set 
a triangular marker above your character. Select Change 
marker, then select from four available colors (or None). 
Once you leave the lobby, the marker will disappear. 


CHATTING IN THE VISUAL LOBBY 


The Visual Lobby is where you can interact with other players of PSO. You 
can chat with anyone who is in the same visual lobby. When playing the 
game or while on quests you will only be able to chat with those players on 
your team. The messages will be displayed inside balloons. You can also 
send Simple Mail to other players. 


CHATTING CONTROLS & METHODS 


SELECT MENU TEM 
ENTER SELECTION 


Button RETURN TO PREVIOUS (CANCEL) 
CHANGE CHATTING METHOD 


PHANTASY STAR ONLINE EPISODE /&Il 


€®@ Button 


ENTERYENIT CHAT MODE (DISPLAY SOFTWARE KEYBOARD) 


SCROLL THE LIST (WORD SELECT) 


To chat, first press the Button (by default, the Software Keyboard may 
be displayed). Next, press the Button to change the chatting method. 
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PLAYING THE ONLINE GAME 
"PSO 


Type in a message, using the Software Keyboard, to 
communicate with balloons appearing over each 
character’s head. 


Communicate using a simple picture to express a 
feeling or action. From a list of registered Symbol Chat 
data, select one to display it. For more, see p.46. 
WARNING: We reserve the right to terminate 
your user account for the use of inappropriate 
symbols while online. 


Communicate by constructing simple sentences from a 
number of pre-selected phrases. This system is with 5 
languages (English, French, German, Spanish and 
Japanese), so all messages created and sent will be 
automatically translated into the language setting 
designated by each player. 


HOW TO USE WORD SELECT 


Message Under Construction 


Send/Return/EXIT 


Form/Phrase Selection Menu 


@ With the Software Keyboard displayed, press the Button to toggle to 
the Word Select menu. 

@ Select a “Form.” 

© Press the (1)/(R) Buttons to scroll the list (if any), and select a phrase. 
Depending on the form, selection may continue. 

@ Select a target and the constructed message will be displayed. Use the + 
Control Pad # to move between selection menus. Select Send during 
message construction to display the message (or partial message) without 
designating a target. Select Return or press the ® Button to return to the 
previous menu. Select EXIT or press the Button to close the Word 
Select menu. 
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NOTE: Regardless of the language setting at the receiving end, the messages 
created in modes other than Word Select will not be translated. 
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PLAYING THE ONLINE GAME 
i= =0) 


Inside the Visual Lobby, by pressing either @ or 
Button while holding down the Button, you can 
have two different sitting actions on the Photon Chair. 
Press the ® Button to stand up. 


Inside the Visual Lobbies 14 and 15, you can enjoy 
Go Go Ball. When a ball appears, kick it towards the 
goal. There are no rules to the game. You play by 
your own rules. 


The city in PSO is a safe haven with shops where you 
can buy or sell items, a medical center where you can 
revive your HP/TP and the Hunter’s Guild where you 
can sign up for quests to earn rewards. In front of each 
staff person, press the @ Button to display a menu. 

Z. Follow the on-screen messages for your selections. To 
© cancel and close the menu, press the ® Button. 


CC (THE CITY SHOPS 
<{ 


|— In the city shops you can buy or sell weapons, armor, 

V1 technique disks and various tool items. Approach the 

>>~ counter, press the @ Button to display the current 

CM amount of money (Meseta) you have and the 
“Buy/Sell” menu. Select Buy or Sell, then select the 

|— item to buy/sell. Depending on profession the 

Z weapons and armors that can be equipped differ. 

<< These can be identified by the color. 


LINE EPISODE I&II 


= White ....... Item can be equipped. 
Gray ....... Item cannot be equipped at current experience level. 
Green ....... A speciality item with slot usage, Photon efficiency, etc. 
), ee or Item with this mark can NEVER be equipped (or used). 
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PLAYING THE ONLINE GAME 
"PSO 


MONEY (MESETA) 


Used to purchase goods (weapons, tools, armor, etc.) and 
services (HP/TP recovery) in the city, money can be 
obtained during gameplay by picking up the yellow 


container or as reward money for quests. If you do not wish 
to carry it around, you can deposit your money at the 
Check Room (—*p.26) where it can be accessed at any 


MEDICAL CENTER 


Visit here whenever you need to restore your HP 
(Health Points)/TP (Technique Points) levels or cure 
any abnormalities in your status. 


TEKKER BOOTH 


If you find an item labeled “2???” while playing PSO, 
bring it here to have the item appraised. Approach 
the counter and select the item. The fee you must pay 
to have the item identified will appear. Select Yes to 
continue or No to cancel. If you agree to appraise 
the item, you will then be asked whether you choose 
to agree with the resulting judgement. Select Yes or 
No accordingly. Note that if you select No, the item will return to an 
unidentified state and your Meseta will not be refunded. 


THE PRINCIPAL (EPISODE 1)/THE LAB (EPISODE 2) 


These are the first places you will 
visit when you start your 
adventure with the respective 
episodes of the Offline Game. 
They will help you find out the 
details of your mission. 
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THE PRINCIPAL THE LAB 
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PLAYING THE ONLINE GAME 


Deposit items or money here to be held for you. 
Approach the counter and press the @ Button to 
display the “Deposit/Take” menu. 


= Se 


Select either Meseta or Item to deposit. If you select Meseta, the amount 
you currently have will be displayed. Select the amount you wish to deposit, 
and enter. If you select “Item,” all the items you have will be displayed. 

— Select an item to deposit, and select Yes or No from the displayed menu. 


It is strongly recommended that you deposit Meseta and items 
Q | periodically, such as after a quest or before you quit the game. 


1a) 

oe Select either Meseta or Item to withdraw. Then select the amount of money or 
items you wish to withdraw. 

Lu 


— This is the main transporter used to travel back and 
Z forth between the planet Ragol and the City. Position 

your character in the center of the transporter and a 
ac menu listing possible destinations will appear. Select 
the destination and press the @ Button to be 
transported there. To cancel, move your character off 
of the transporter. 


a OTHER TRANSPORTER TYPES 
N 


There are different types of transporters located throughout the game, such 
}— as WARP transporters used to move around in the same area, large boss 
Z transporters that will move 
you and your team to a boss’s 
CO lair, etc. To use each type, 
CQ. position your character inside 
and press the @ Button. 
With boss transporters, you 
will be asked to select which 
team members to transport. 


STA 


BOSS TRANSPORTER 


To fight against the boss as a team, all team members must use 
the boss transporter together. Unlike other transporters, if one 
or more players on your team has already used it to travel to the 
boss lair, it will be unavailable for use until those players return. 
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PLAYING THE ONLINE GAME 


The hunter’s Guild is a place where you can undertake 
quest missions for rewards. You can also use this place 
to begin Battle and Challenge Modes. The reward 
amount differs depending on the content of the mission. 
It is possible to quit a quest mid-mission, but if you do 
you will be unable to claim the reward offered. 


Approach the counter and speak to the 
representative. A list of available quests will be 
displayed. Select a quest. You will then meet with the 
client who has commissioned the quest and find out 
further details about your mission. 


UNDERTAKING A QUEST IN ONLINE GAME 


You cannot undertake a quest unless all members of your team are present at 
the counter. The team leader is responsible for quest selection. 


UNDERTAKING A QUEST IN OFFLINE GAME 


As soon as you select the desired quest, a scene where you meet your client will 
be played. Listen to him/her, and begin your quest. 

Note: In order to select Download Quest, it is necessary to first connect to the 
network and download a file. 


ENJOY NEW QUESTS FROM DOWNLOAD 


During the SHIP Select Screen, select DOWNLOAD 
to download new quests from the network. When the 
download screen is displayed, select the download 
item. Next, a list of available files from the selected 
item will be displayed. Select the file to download. 
Finally, select the Memory Card to save to, and the 
downloading will begin. 


QUEST REWARDS 
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If you complete a quest successfully, you will be 
eligible to claim a reward. To do so, return to the 
Hunter’s Guild and speak to the representative there. 
Online Mode or Offline Mode, you are paid reward 
according to the quest. The amount paid does not 
change according to the number of players in the 
Online Game. 
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BATTLE MODE BATTLE MODE 
i=) i=, 
In Battle Mode, you can set a trap or attack other players. Players battle one (BATTLEMODEDISPLAY  =—=s—s—s——_—i*dzi 
another by the rules set by the leader. This mode can be played in either BATTLE MODE DISPLAY 
Online or Offline Game, but you cannot join in a game already in progress. a] 
STATUS SUMMARY 
HOW TO PLAY OPPONENT'S : = 
CURRENT HP/LV & = 5) 
SELECT BATTLE MODE PLAYER COLOR : ; 
When you create a team in the Visual Lobby, select (p51) cONPHON 
BATTLE for Mode. Enter necessary information and @) TIME LIMIT ry 


register. You will then be transported to the Hunter’s 
Guild in the City. The player who created the team 
becomes the leader. For steps on creating a team, 


GATHER TEAM MEMBERS 


Battle Mode cannot be played alone. There must be 2 or more team 
members in order to play. Also, all team members must participate. When all 
team members gather in front of the counter at the Hunter’s Guild, have the 
team leader talk to the representative of the Hunter’s Guild. 


SET RULES AT GUILD COUNTER 


The team leader is responsible for setting the rules. Select the battle from the 
displayed list. The rules for the selected battle will be displayed. Select YES 
to be transported to the battlefield. 


START THE BATTLE 


The rules set by the team leader will be displayed, 
and each player will be positioned at one of four 
\Q starting locations. And the battle begins. 


> 


(CB) 
< (BASIC RULES 


= @ The players compete for the number of opponents defeated and the 
{ number of times defeated within the time limit. 
@ Basically, all contestants are enemies. But be warned the player can heal 


w 
o 
© 

50 
) 
as 
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AR ONLINE EPISODE I&II 


S 


opponents as well. There are also Team Battles. 
Oe Depending on selected rules, weapons, items, equipment, MAGs, and 
techniques may not be used. 
@ The player falls when his HP drops to 0. Within the time limit, the fallen 
player will restart from his/her starting location. 
@ The game is over when the time expires, and the result will be displayed. 
@ Other detailed rules differ according to the rule selected by the leader. 
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| CURRENT GAME MODE 


6] RADAR MAP 

Displays positions and directions of opponent players. A’s indicate the 
players (in each color), and @’s indicate the enemies. 

'7| COMPASS 

8] WHEN ONE OF THE PARTICIPANT’S HP DROPS TO 0: CURRENT 
TOTAL POINTS 

9} ACTION MENU 


+ For detailed contents of Status Summary and Action Menu, see p.40. 


SETTING A TRAP 


During the battle, the player can set a trap in the 
battlefield. You are given fixed number of traps (the 
number varies according to the selected rule) at the 
beginning of the battle. Also, you cannot pick up 
traps or hand them to other players. 


@ A few moments after the trap is set, it will come to function. When one of 
the player enters the area, it explodes, damaging or giving adverse effects 
to all players nearby. 

@ When a trap explodes, if there are other traps nearby, they will be 
induced to explode. 


Switch to the Main Menu, and select a trap from the Item List, and Set to set 
the trap where you are standing. You can also set the trap from the Short Cut 
Window (—p.38). 


TRAP TYPES & EFFECTS 


Damage Trap .... Gives a certain amount of damage. 

Slow Trap........ Slows down the movement of player(s) for a certain 
amount of time. 

Freeze Trap...... Freezes player(s) for a certain amount of time. 

Confuse Trap..... Causes the player to walk in randomly different directions 


from the Control Stick entered for a certain amount of time. 
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BATTLE MODE 


As with traps, a fixed amount of sonars are given at the beginning of the 
battle. When used, it will notify the distance of the closest opponent by the 
length of the sound interval. As you approach your opponent, the sound 
interval becomes shorter. 


POWER UP 


The player being defeated will be powered up a certain number of levels on 
his/her restart, making him/her a little advantageous. The number of level 
varies according to the rules. 


RESULT 


When the time reaches 00’00, the duel is over. A : 
Result Window will be displayed. Press the ® Button ire damage 
to close the Result Window. Press the Button to 
verify the result again. 


CHATTING AFTER THE BATTLE 


After closing the Result Window, until team leader selects in the Retry 
Window (below), the team members can chat or move around. Use this 
occasion to discuss whether to play again with/without rule changes. For 
more on chatting, see p.22. 


RETRY WINDOW (TEAM LEADER ONLY) 


After closing the Result Window, press the @ Button to 
CL open the Retry Window. Select and enter 
<L Yes/No/Lobby. Only the team leader can make 
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ONLINE EPISODE /&ll 


MO Yes....... Retry with same rules. 
NO visscsins Close the Retry Window 
Wh Lobby .... All team members to return fo the 


Visual Lobby. 


<L 
SS ABOUT DATA TO BE SAVED 
<< 


The Battle Mode data that will be saved are Win/Loss Result data (displayed 
in the Result Window) and the number of times the line has been cut off. 
Please note that any change in player’s parameters as well as the items 
picked up after the Battle Mode Rules are given will not be saved. 


EXPLORING RAGOLINTHEBATTLEMODE  ~— 


In Battle Mode, apart from dueling, you can explore Ragol as if you are 
playing the Normal Mode. Saves can be performed regularly. One 
difference is that your attacks can harm your team members. lt is necessary 
to keep the fellow members’ locations and conditions in mind, so you can 
enjoy adventures with a higher degree of difficulty. 
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CHALLENGE MODE 


In Challenge Mode, you begin the game with predetermined status, and 
venture deeper into the area. Unlike other modes, there aren’t any difficulty 
settings. It can be played in both Online and Offline Games. However, you 
cannot join in an adventure already in progress or play alone by yourself. 


HOW TO PLAY 
SELECT CHALLENGE MODE y 


When you create a team in the Visual Lobby, select 
CHALLENGE for Mode. Enter necessary information 
and register. You will then be transported to the 
Hunter’s Guild in the City. The player who created the 
team becomes the leader. For steps on creating a 
team, see p.21. 


SELECT THE STAGE TO PLAY 


Talk to the representative at Hunter’s Guild to select the stage to play. The 
available stages will be based on the player with least number of cleared 
stages. Select the stage to play in, and the team members will be transported 
to the starting location of the selected stage. 


IN CHALLENGE MODE, THE DATA OF THE MAIN GAME IN YOUR 
SAVE FILE WILL NOT BE REFLECTED. 


BEGIN YOUR CHALLENGE! 


As soon as the whole team is transported to the 
starting location of the selected stage, the Challenge 
Mode begins. Cooperate with one another, and clear = 
as many areas as you can. Gq 


= 


BASIC RULES 


@ When you start, all your status will be reset to his/her default value. 

@ You cannot return to the City unless the selected stage is cleared. Usage of 
Telepipe or Ryuker technique is not possible. 

@ Usage of Reverser technique, Moon Atomizer, or Mag to revive fallen 
teammate is not possible. The effect of Scape Doll, however, is possible. 

@ The mode is over when HP of one of the participating member drops to 
zero. The whole team will be sent back to the Hunter’s Guild. 


CHALLENGE MODE 


CHALLENGE MODE DISPLAY 


3 


>| 


STATUS SUMMARY 

TEAM MEMBER’S CURRENT HP/LV, PLAYER COLOR 
3| ELAPSED TIME 

CURRENT AREA/WHOLE AREA 


CLEARING THE STAGE 


If you explore all the areas of the selected stage, you clear the stage. You 
can retry any stages you have cleared before. 

If you clear all the stages, you are awarded a prize. It will be saved on to 
your character file. 


PORTA 
When you receive your prize, please leave a space on items in 


possession (permanent data). If you already carry the 
maximum (30), you will not be able to receive your prize. 


Whenever the HP of one of the participating members 
drops to zero, the whole team fails the Challenge, 
and all members will be sent back to the City. The 
location where the team reached will be saved onto 
your game file. When you retry the Challenge Mode, 
a Grave-Post will be established on that point. When 
you approach it, the information of the fallen player 


will be displayed. 


VERIFYING YOUR TITLE 


You can verify the title you earned in the Challenge Mode of the Online 
Game in the Status Window. 


TASY STAR ONLINE EPISODE /&Il 


HAN 


PLAYING THE OFFLINE GAME 


Offline Game is a mode in which you can enjoy the adventure without 
having to connect to the network. 


GAME MODE SELECT SELECT GAME MODE 


Select the mode to play in, SINGLE MODE or 
MULTI MODE. 


In Offline Mode, apart from the Main Story you play along, you can enjoy 
various quests which you undertake at the Hunter’s Guild, just as in Online 
Game. Basically you play by yourself, but some quests may contain scenarios 
where a non-player character (NPC) may join you. Build your character’s 
experience and make his/her debut online. 


SELECT PLAY CHARACTER 
SLOTA 


Select the character to use. See p.18 for details on —— 
how to select. sense 


SELECT CHARACTER 


SELECT EPISODE 


SELECT EPISODE 


Select the episode to play, EPISODE 1 or EPISODE 2. 


GAME DIFFICULTY 


The first time you play PSO with the selected character, the NORMAL level 
is automatically selected. After you clear the game at this level, this screen 
will appear the next time you play with the same character. Select either 
NORMAL or HARD. Likewise, clear the game in HARD to earn the right to 
attempt VERY HARD, and finally — ULTIMATE. 


Multi Mode is an Offline Game played with 2 to 4 
players simultaneously. Apart from the Main Story, 
you can enjoy Battle Mode, and Challenge Mode. 
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PLAYING THE OFFLINE GAME PLAYING THE OFFLINE GAME 


SELECT PLAY CHARACTER SELECT CHARACTER SELECT “NO DATA” TO TRANSFER CHARACTER DATA 


Select the character to be used, in order from the 
Player 1. The selected character will be indicated as 
“PLAYER O(number).” When all participating 


Select NO DATA from Temporary Character data, ————— 
and a list of characters from the PSO Save File stored 
onto the Memory Card inserted into Memory Card 


players selected his/her character, press the Slot B. Select a character, and you will be asked 
whether to move (transfer) the character. Select YES 


START/PAUSE to advance. 
to transfer, and it will be selected as your play 


SELECTING FROM MAIN CHARACTER DATA character. Select NO to cancel. 
From Main Character Data, select either the available character or the blank VERIFY CHARACTER VERIFY CHARACTER 


data (NO DATA). When you select NO DATA, you will create a character ae a 
— from scratch. For the direction on character creation, please see p.18. The play characters selected by participating players ae £ ? 
will be displayed. If confirmed, press the ® Button (all 


SELECTING FROM TEMPORARY CHARACTERS players) to advance. Press the ® Button to cancel and 


Select a character from TEMP CHARACTERS data. select different character. 


In Multi Mode, you can use the characters saved onto the Memory Card Next, set the Game Option. Select the Game Option 
other than the main one (inserted into Memory Card Slot A). However, to : 
: Item, and change settings. When done, select GAME 

| use the characters from other Memory Cards, you must first move (transfer) START to start the game 

the character data to your main Memory Card. The character data Ore 
transferred will be called Temporary Characters data. Note that the 
original character data which has been transferred as Temporary 
| Characters data cannot be used as Main Character data until the data GAME DIFFICULTY ) Select the game difficulty level. The available selections 
| have been returned. vary according to the character levels of participating 
characters. 


Memory Card Memory Card 


Slot A Mess Mat SnGracier Slot B Select the game mode to play in: Normal, Battle, 
Data. or Challenge. 
Select the story to play in: EPISODE 1 or EPISODE 2. 
Return Temp Character Start the game. 
Data to its original Game 
MULTI MODE DISPLAY 


File. 
Player 1 Display — ies Player 2 Display 


Main Temp Main 
Character| | Character Character 


| If you delete the Temporary Character data, you will not be able to return 
| it to its original Memory Card. Also, if you cancel the “transferred” status 
on the original Memory Card, all items possessed by that character 
will be lost. Please be cautious. 


ANTASY STAR ONLINE EPISODE I&! 


AREA MAP 
(@@ BUTTON TO 
SHOW/HIDE) 


= | 
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QO. J SELECTING TRANSFERRED CHARACTER SELECT CHARACTER 


MOTTA 


Select the character transferred to the Temporary a 


Character data, a menu window with a list of what to 
do with the selected character will appear. 


Player 3 Display my: Player 4 Display 


Play with this. .... Select as your play character. The screen will be split into the number of participating players (above is for 

Return to Slot B . . . Return selected character data to its original Memory four-players). The basic display setup and status are same as those of the 
Card (inserted to Memory Card Slot B). It will be Online Game. Please see p.40 for the basics on how to view display. Each 
deleted from the Temporary Character data. player’s status can be viewed by selecting Status from the Main Menu. 

Delete ........... Delete the selected Temporary Character data. 

Cancel ........... Cancel selection. 
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PLAYING THE OFFLINE GAME 
i= =0) 


@ Some functions, such as chatting, cannot be utilized. 

@ The Transporter (—+p.26) transports when all players are aboard. 

@ Whenever one of the players is fallen and asked whether to return to Pioneer 
2, if he/she selects YES, all players will be transported back to the City. 

@ While playing either Battle or Challenge Mode, you will not be able to 
deposit/take meseta or items. Instead, you have an option to Delete item(s). 


= = a 


When you select Quit Game from the Main Menu, 
you will be confirmed your action. Select YES, the 
characters’ status will be saved, and returns to 
Game Option/Change Character Screen. Select 
NO to cancel. 


Sn ies b 
( Dicor: 


CHANGE GAME MODE/CHARACTER & PLAY AGAIN 


Apart from simply quitting the game, if you decide to 
change the game mode or the play character during 
the middle of normal adventure, you can reconfigure 
from here. 


a TEA 


CHANGE GAME MODE ... Switches to Game Option Screen (—p.35). 

CHANGE CHARACTERS . .. Switches to Select Character Screen (—p.34). 

QUIT GAME ............. If a character from Temporary Character data 
is used, the game advances to the Save 
Character Data Screen (see below). If not, the 
game returns to the Title Screen. 


RETURNING CHARACTER DATA TO ITS ORIGINAL MEMORY CARD 


<L_ If a character from Temporary Character data is 

|= used, Save Character Data Screen will be displayed. 

Z. Here you can return the Temporary Character Data 

<L_ to its original Memory Card (inserted to Memory 

Card Slot B). The control will be done by Player 1. 

Q_ You will be asked whether to do so or not. Select 
YES, and the Temporary Character Data will be 
returned to its original Memory Card. The character, 
now back on its original Memory Card, can be used 
again as one of main characters. 
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SAVE CHARACTER DATA 


CONTROLS DURING THE GAME 


“PSO 


Play in the main story or quests either Online or Offline is controlled with your 
Action Menu which you will need to customize before heading into battle. 
Note that the controls cannot be used in the City or Visual Lobby. 


CONTROLS IN THE FIELD { 
MOVE AROUND 


Use the Control Stick to move around. If there are 
any enemies nearby, your character will walk slowly 
and with his/her weapon drawn. If the camera view 
becomes off center when walking and turning around, 
simply press the (1) Button to return the camera to the 
default view facing forwards from behind the camera. 


— 


There are three basic forms of attack: Attack, Heavy 
Attack, and Extra Attack. Assign them to each 
button via Action Menu (Customize, —>p.45). If you 
can time three attacks just right you can achieve a 
successive chain attacks that is overall slightly faster 
and more accurate than executing each attack 
separately. This can be especially effective when 
attacking enemies that are hard to hit, because the 
third hit is more likely to find its mark. Also, when 
attacking, the cursor will be set to the closest target 
in the direction you are facing. 


Attack when the 
cursor appears! 


Button 


Button | 


The colors of the controller buttons correspond to the colors of the bands that 
surround each of the three Action Menu spaces. 


It is possible to chat with your team members during 
gameplay. There are various methods, such as inputting 
messages using Software Keyboard, or by combining 
pre-selected phrases (Word Select, p.23). 
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CONTROLS DURING THE GAME 


Tool items can be used to recover HP/TP as well as 
return the character to a normal state when affected 
in some way. Items will disappear when they are 
used. Up to 10 units of any one item can be carried 
by the player at one time. 


There are a variety of different technique types that can 
be used in different ways, such as to attack enemies, 
recover HP/TP levels, teleport to the City, etc. Attack 
Techniques will hit targeted enemies. With Recovery 
Techniques, essentially only the player using the 
technique is affected. However, Recovery Techniques of 
a certain level can effect other members within range 
when used. 


USING ITEMS & TECHNIQUES 


Items and techniques can be used by setting one on Action Menu (—p.45), 
selecting from Short Cut Window (see below), or selecting from Item list of 
Item Pack (—p.41) or Technique list (p.45) in the Main Menu. 


SHORT CUT WINDOW 


The Short Cut Window can be used to quickly switch weapons or use items and 
techniques during the battle, or select traps while playing the Battle Mode. 


an HOWTO USE SHORT CUT WINDOW 


om While holding down the (R) Button, press the 

<L{ Button to open the Short Cut Window. As you press 
the (R) Button, the contents inside the window 
changes from weapons—items—traps—techniques. 

{ Except when the techniques list is displayed, press 
the Button to show/hide the window showing 
details. When the techniques list is displayed, press 
the Button to switch the order of two selected techniques. Select to 
change weapons/use. Press either the ® Button or the START/PAUSE to 
cancel and close the Short Cut Window. 
In normal adventure, only the androids can use traps, but they cannot use the 
techniques. In the Battle Mode, however, all characters, regardless of their 
races, can use the traps. 


ABOUT CHARACTER LEVELS 


You earn experience points for defeating an enemy. If your experience points 
reach a predetermined amount, you reach a new level, raising some of your 
parameters. Also, all your HP and TP will be restored. 
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CONTROLS DURING THE GAME 


PHOTON EFFICIENCY 


In the World of PSO, all weaponry is powered by 
Photon Energy. The effectiveness of a weapon used 
to attack an enemy will vary according to that 
weapon’s Photon efficiency level. Different types of 
enemies have different attributes and the amount of 
damage you can inflict on each type will vary 
according to the suitability of the weapon used to 
attack it. Also, the Photon efficiency of weapons will vary, even among 

weapons with the same name. 

To check the Photon efficiency of a weapon, select the weapon in question 

from the EQUIP or ITEMS menu under ITEM PACK on the Main Menu, and vu 
use the (1)/[R) Buttons to toggle the right window. Also, a weapon name will 
appear in green if it has a Photon efficiency other than the value 0%. 


Native... . Increase/decrease in efficiency against native creatures. 
A.Beast. . . Increase/decrease in efficiency against altered beasts. 
Machine . . Increase/decrease in efficiency against machine types. 
Dark ..... 222 (Unknown). 


WHEN YOUR HP LEVEL REACHES ZERO... 


In the event you are felled in battle, you will be 
asked if you wish to return to Pioneer 2. If you select 
YES, your character will be sent to the medical 
center and revived so that you can restart. Note that 
all all your money (Meseta) will be lost, and the 
weapon will be in unequipped state. If you select 
NO, you will remain where you fell. You can still 
chat, so it is possible to call someone with reviving item/technique for help. 


JOINING IN MID-PLAY 


When playing online, it is possible to join a team already in the field, provided 
there are less than four players already in that team. If a password has been 
set, the joining player must input the password in order to join, but if no 
password has been set, anyone can join in. Whenever a new player joins, 
the game will temporarily pause and a message will be displayed to indicate 
this. As soon as the new character appears, gameplay will resume. 


CAUTION: THIS GAME CANNOT BE PAUSED! 


Because pausing a network online game can cause inconvenience to other 
players, it is not possible to pause this game either ONLINE or 
OFFLINE. If you need to temporarily interrupt and discontinue gameplay, it is 
recommended that you select Quit Game (—p.51) from the Main Menu and 
then restart gameplay later. When playing online, rejoin your team by 
selecting Join Team at the Visual Lobby Information Counter. 
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PSO 


Essentially the game displays used for the online and offline modes are the 
same. However, because the online mode has a few additions, the online 
mode game display is explained here. 


[1] STATUS SUMMARY 


~]} [2] [a 


@ Photon Blast Gauge 
It builds up during 
the battle. When it 
reaches 100%, it is 
possible to activate. 


see (—p.43) MAG 


@ Player Color ] 
© Current Level bl 
@ Current HP/ 
Maximum HP AV Use 
@ Current TP/ con 7) to toggle. 


Maximum TP 


© Player Name Amount in 


Possession 


PLAYER’S STATUS SUMMARY 


(2) TEAM MEMBER’S CURRENT 


HP/TP, PLAYER COLOR 
PLAYER CONDITION (—p.51) 
ENEMY NAME/ATTRIBUTE or 
ITEM NAME 


MAIL 
MODE YOU ARE CURRENTLY 
PLAYING (BATTLE/CHALLENGE) 


RADAR MAP 

A's indicate players (color 
representing each). Yellow @’s 
indicate the enemies. 


COMPASS 


9] ACTION MENU 


Actions assigned to the Action 
Menu can be performed by 
corresponding buttons. They can 


be assigned via Customize in the 
Main Menu (~—p.45). 


Press either the START/PAUSE or the Button to display the Main Menu 
used for a variety of actions such as equipping weapons, using items, 
customizing your Action Menu, etc. You can also view detailed status at 
bottom right portion of the screen. Use the + Control Pad/C Stick to select 
menu item, and press the @ Button to enter. Press the ® Button to close the 
Main Menu (or return to previous menu). Note that gameplay does not 
pause while the Main Menu is displayed. All menu operations take 
place in REAL TIME. You can monitor gameplay via the reduced sized game 
display that appears in the upper right portion of your screen. 
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GAME DISPLAYS & MENUS 


PSO 
. | 


PLAYER’S STATUS SUMMARY |6| SHIP/BLOCK CONNECTED TO 
MAIN MENU ITEMS (ONLINE) 

EXPLANATION WINDOW When playing the Online Game, 
DETAILED PLAYER STATUS PLAY TIME/INTERNET TIME and 
Press the (1)/(R) Buttons to toggle SHIP/BLOCK CONNECTED TO 
between pages. alternate. 


PLAY TIME/INTERNET TIME 


This globally compatible format for telling time is based on Internet Time 
Units called .beats (24 hours divided into 1000 beats), developed by 
Swatch. It is especially useful when arranging meeting times with PSO 
players from around the world. 


Use the Item Pack Menu to equip weapons or armor, utilize tool items, take 
care of your MAG (->p.43), view a map of the area you are currently in, 
review quest information, etc. Your Item Pack can hold a maximum of 30 
total item types (including weapons and armor) at a time. Use the + Control 
Pad/C Stick to make selections, and press the @ Button to enter. Press the 
Button to return fo the previous menu. 


Select this item to equip your character with weapons 
or armor. A list of available weapons/armor you can 
equip will be displayed. The weapons/armor with 
Photon efficiency will be displayed in green. 


IN| 


cs 
[>| [=| [> 
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PARAMETERS 


Displayed in orange if there is an increase in 
ability value, blue where there is a decrease. 


ITEMS 


Select this to use/equip, discard or sort the items in 
your Item Pack. Select from displayed list of items you 
currently possess to display the Purpose menu. Select 
your purpose to take your action. Press the ® Button 
to cancel. 


GAME DISPLAYS & MENUS 
i= =e) 


Buss) Select this to use the item right away. 
If selected item is a weapon/armor, select this to equip. 
REMOVE If selected item is a weapon/armor you have already 


equipped, select this to remove (un-equip) it. 


DROP Select this to discard the item. After closing the Main 


Menu, you can pick up the discarded item again by 
pressing the @ Button. 


GAME DISPLAYS & MENUS 
"PSO 


Every player has a mysterious little protector unit called a MAG, floating 
behind your character’s shoulders. By feeding items, it will grow, and 
eventually acquire an attack technique called a Photon Blast that you can 
utilize in battle. When you select MAG from the Main Menu, a list of 
available MAGs will be displayed. Select to enter which MAG to take care. 
Press the (1)/(R) Button to toggle between status screens. 


GIVE ITEMS Select an item from the displayed list to give to 


your MAG. 


PHOTON BLAST ) View the available Photon blast actions your MAG 


has acquired. 


You can only place up to 50 items in the game, such as in the City. You 


cannot place 51 or more. Be cautious, as if you try to place a 51st item, the 
previously placed items, oldest first, will disappear. 


Select to sort the items in your pack. Then select to do 


so Automatically or Manually (item by item). 
Press the ® Button when finished sorting manually to 
return to the Item list display. 


| Ea If selected item is a trap, sets it where you stand. This 


option is available only with the androids or when 
playing the Battle Mode. 


INTRODUCTION TO ITEMS FOUND IN PSO ~ 
In addition to purchasing at the shops of the City, items, weapons, [> 


Except for its level, MAG’s parameters increase or 
decrease when certain items are given. 


and armor can be found (and picked up) inside the boxes, with Level......... Level of your MAG. Increases when 
their colors showing the types. Each weapon requires certain amount of one of four gauges reaches maximum. 
ability value to equip, and armor requires certain character levels (LV). Synchro...... Attachment between the player and 


You cannot equip if required ability value or character level is not met. Mag. Decreases as time passes. 


@ WEAPONS (Orange Boxes) IQ. wx. Intelligence of MAG. 

There are three main categories of weapons. In general, blade weapons DEF ........5. Defensive quality of MAG. If you are equipped with MAG 
are used by Hunters, gun-type weapons are used by Rangers and with high DEF value, your defense ability increases. 
cane-style weapons are used by Force. When equipped, your ATP POW......... Offensive quality of MAG. If you are equipped with MAG 
(attacking power) and ATA (accuracy) will increase. with high POW valve, your attack ability increases. 

Hi ARMOR (Blue Boxes) DEX. ....4. Accuracy quality of MAG. If you are equipped with MAG 


There are various types of armor and shields that are used to protect from with high DEX value, your attack ability increases. 


PHANTASY STAR ONLINE EPISODE /&Il 


enemy attack. Of the two main classes or armor protection, frames can 
be used by all professions, however armor can only be used by Hunters 
and Rangers. Similarly, of the two main classes of shield protection, there 
are barriers that can be used by all professions and shields that can 
only be equipped by Hunters and Rangers. When equipped, your DFP 
(defensive power) and EVP (rate of defensive evasion) will increase. 

i TOOL ITEMS (Green Boxes) 

There are wide varieties of useful tool items available that will assist you in 
your adventures. Item names ending in mate indicate items which are used 
for HP recovery while item names ending in fluid are used for TP recovery. 
Items starting with anti are used to return those affected with poison or 
paralysis to normal. Techniques are acquired via items called technique 
disks. Use telepipes to create temporary teleport gates to the City. If you 
happen to have an item called scape doll, you will be resurrected 
automatically if you are felled. Items will disappear when they are used. 


MIND........ Mental quality of MAG. If you are equipped with MAG 
with high MIND value, your spiritual strength increases. 


When your MAG has developed to a certain level, it 
will be able to save up Photon power discharged 
when you attack enemies. The rate of storage is 
indicated by the yellow Photon blast gauge. Once this 
gauge reaches 100% you can utilize the saved 
power in the form of Photon Blast actions. To do so, 
press the (R) Button to toggle the Action Menu to 
display the available Photon Blast actions. Then press 
the corresponding controller button. 


PHOTON BLAST ACTION 
43 
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TRADEWINDOW 


While in the City, you can trade more than one item, one-on-one with other 
members in your team. You can trade up to 30 items at once. 


Select this to customize your Action Menu. 


TRADE WINDOW is available only with the ONLINE GAME. It 


can only be selected inside the City. Also, the trading cannot be 
done inside the Hunter’s Guild. 


After selecting Trade Window, select the player to 
trade items with. A proposal to trade will be received 
by the selected player. When he/she agrees to your 
proposal, the trading begins. Select your action from 
the Purpose Menu. 


‘Add items Add item to trade from your list of items in possession. A total of six actions, 3 to each of the two menus available, can be assigned 
The candidate item will be placed in the Trade Window. to your Action Menu. With the Action Menu displayed, press the (R) Button to 
toggle between the two menus. Use the + Control Pad/C Stick <@ ® to select 
an action space, and press the @ Button to display the Action List. Then use 
Cancel Delete selected item from the Trade Window. Deleted the + Control Pad/C Stick to select an action and press the @ Button to have 
Candidate item will be returned to your possession. it replace the action currently assigned to the Action Menu. If you attempt to 
‘ ot F : replace the same action to an action space where that action is alread 
Mid ein Mh ‘idliailbes gia eeianed the setting will be cleared and no action will be assigned. When 
; you are finished customizing your Action Menu, press the ® Button to close 


If the items to trade have been decided, select this. Until the Action Menu and return to the Item Pack Menu. 
the other player confirms, you can cancel confirmation. 


Amount in 


BOssessi00) Action § Action 
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Cancel trade When either of the players selects this, cancels trading. Select this item to utilize your character's TP to SESH ES 


a technique. The android types, which cannot 
use the techniques, do not have this selection. 
Use the + Control Pad/C Stick to first select a Technique 
Type, then select a technique from available options. 
Techniques are acquired or learned via items called 
“Technique Disks” that can be found in the field or 
purchased at the tool shop in the City. Once you obtain a technique disk, 
select it from the Item List and then “use” it in order to enable usage. 


After the items to trade have been confirmed, when 
both players select Final Confirmation, you will be 
asked to make final confirmation. Select YES to trade. 


AREA MAP 


Select this item to view an overhead map of the entire 
area you are located in. Only the areas in which you 
have entered will be displayed. Use the + Control 
Pad/C Stick to move the map, and press the (1)/{R) 


Buttons to zoom in/out. 


When you are undertaking a quest, select this to 
review details about your mission. 
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Here you can modify your chat settings, Guild Cards, send Simple Mail, etc. 


Select this to create and assign (or delete) a chat 
balloon to each of the + Control Pad directions or 
Software Keyboard F keys that can then be easily 
displayed during gameplay. When selected, a list 
will be displayed. Use the (1)/[R) Buttons to toggle 
between the pages, + Control Pad/C Stick av 
select the location (key). Next, select either 
Register or Delete. If Register is selected, type in the message, and 
4 confirm to register. 


np 
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PSO 
NEW PARTS 


Select the parts that represents the message, Face 
Parts or Object Parts. Next, select a part to be used 
from the displayed list. 


SYMBOL CHAT 


Here you can create and register Symbol Chat 
messages to the Symbol Chat list (up to 12 can be 
registered). Each Symbol Chat message can be 


composed of face parts to create an expression and Face Parts .... Select from eyes, noses, mouths and 
object parts. hands. 


CONTROLS Object Parts . . Select from various messages and symbols. 
+ Control Pad/C Stick SELECT/MOVE PARTS ee etS EDT 


Select to move parts around or delete them. Next, 
ENTER/SET PARTS select a part to move/delete from the list of all parts 
RETURN TO PREVIOUS SCREEN nd 

Move Parts... Move the part. 
REVERSE VERTICALLY Mave Parts... Move he por 
REVERSE HORIZONTALLY Delete All..... Erase all parts. 
ARRANGE TWO PARTS EVENLY 


“oO 


Change the sound effects. A list of sound effects will 
CHANGE COLOR OF PACE OBECU FARIS be displayed. When selected, you will be asked to 
*& Depending on parts, there are controls that are enabled (displayed in confirm. Answer YES/NO, and proceed. 


white) and those that are disabled (displayed in gray). Verify with Control 
Commands Window shown at the bottom right portion of the screen. 


REGISTERED SYMBOLS 


When selected, a list of Registered Symbols will be 
displayed. Select Not in use to create a new 
message, or existing message to edit. The data 
Untitled represents a message currently in creation. 


FACE PARTS 


Select the contour of the face. 
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Set to permit/forbid other people to capture your 
symbol. Select TRUE to permit; FALSE to forbid. Press 
the ® Button to exit. 


REGISTER SYMBOLS 


When done, select to register your symbol. Enter a 


Change Change the facegdlect ffm, Maul name for your symbol, and the registration is complete. 


available types. Press the Button 
while making selection with cursor, 
you can change color. 

Copy......... You can copy the registered data to another data. If selected, 
a list of Registered Symbols will be displayed. Select the 
location to be copied to. Be warned that if you specify 
already registered location as destination, the previous 
data will be overwritten. 

Capture...... You can capture a newly displayed Symbol Chat symbols 
and copy them. If you capture a symbol, it will be titled ; 
Capture (the name can be changed with Symbol You can create and edit your own card, and select 
Registration). However, the displayed symbol must be the destination to send it. To edit your own card, 
permitted to capture (set to TRUE in Capture setting) by the select Write Comment and input a message. To 

send your card to another player online, select Send 


| t! itting it. 
ig ai and then select a player from the displayed list. 


GUILD CARD 


Guild Cards are a simple form of communication that you can trade with 
other PSO players. Also, you can search other player’s information to send 
a simple mail or meet them if they are present at the lobby. 
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You can view or delete the cards you received from 
other users. Also, it is possible to search the current 
location of the selected player. 


@ A list of players you exchanged cards with will be 
displayed. Select a card. Press the (1)/{R) Buttons 
to toggle pages. While making selection, press the Button to view 


memo. 
@ Next, select from one of the available actions. 
Search........... Search for selected player. When selected, an icon will 


a appear moments later to notify that the result is ready. 
— View Comment... View the memo written down on the card. 

US Write Comment. .. Write a memo to the card sent to you. 

"SOF feces Sort the registered players. Select two players 

Lu to rearrange. 

C Delete........... Delete the card. (Once deleted, you cannot restore it.) 


© 6 Select Search Result to display result. Depending on the current location 
\“) of the player searched, the Search Result may differ. 


You can verify the result of search on the player you selected. If the player 
— searched is currently online, you have the options to Send Mail or Meet 
—! the User. For sending a mail, see Simple Mail (p.49). If you select to 
Z meet the player, you will be transported to the Visual Lobby where the 

player you searched currently is located. Note, however, that the option to 
ac meet is not available to select, if you currently belong to a team. 


<CMfcnoicesearch 
e 


CJ You can search for other PSO players inside the 
SHIP, according to the requested category. From 
each category, such as levels, set up the category 
which the player falls under, and start searching. A 
list of players found will be displayed, so select and 
enter the player. Next, select from Send Mail/Meet the User. For sending 
a mail, see Simple Mail (—p.49). To meet, see Search Result. 


PHANTASY 


By declaring the condition of searches and setting 
them here, you will enable yourself to be searched 
by Choice Search. By default, it is set to OFF. By 
setting it ON, the categories for settings will be 
displayed. Select from the prepared categories. 
Next, when the contents to be set are displayed, select and enter. To end, 
press the ® Button. 
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Against malignant harassment using the mail or 
meeting function of the Guild Cards, it is possible to 
block mail or invitations from specific players. 


Blocked Sender List. A list of blocked senders will 
be displayed, and lift 
blockage. Select the player to lift blockage, and you 
will be confirmed. Select YES to delete entry and lift 
his/her blockage. 

Add to the list... . Add a player to the list of blockage. Select from Add 
by Guild Card/Add online player/Add from 
Mail. Next, a list of player will be displayed. Select a 
player to block, and you will be asked to add to the list. 
Select YES to confirm. 


It is possible to search the player you have traded the Guild Card 
before, even if the player has since changed his/her character. 


Note that in such case, the name to be searched may be changed. 


You can input and send a mail message of up to 80 
characters to another player, or read a mail you 
received and send a reply. If you have no mail 
coming, you cannot select Received Mail. 


Create a message and send it. When selected, you 
will select the person to whom you send the message. 
Press the (L)/[R) Button to switch pages. After you 
select the player to send the mail to, enter messages, 
using the Software Keyboard. After entering your 
message, a verification screen will be displayed. To 
cancel letter entry, select and enter ESC/EXIT from 
the Software Keyboard. Also, press the START/PAUSE to end Send Mail. 


RECEIVED MAIL 


You can view, reply, or search the mail you received. After selecting Received 
Mail, the mail you received will be displayed on the list of messages. Select 
the mail, and then select your action with it. 
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Reply............ Write reply to the mail you received. The method of 
writing and sending are the same as in Send Mail. 
Search........... Search for the information of the player who sent the 


mail. The contents searched can be verified with Search 
Result of the Guild Card. 
Delete............ Delete the mail. Once deleted, the mail cannot be restored. 
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Whenever you receive mail, you can automatically 
return a reply with preselected response message. 
The first time this is selected, you will be asked to 
enter a message to be used. 


Answer ON/OFF. . Enable/disable the 
Answer Service. 
Change Response . Change the message for the Answer Service. 


This is a self introduction board. Select either View 


US the board or Board: Write. 

Lu 

(am) 

oO 

= VIEW THE BOARD 

oO 

Li) View the Info Board of the player in the Visual Lobby or on the team. A list 
of Info Boards of available players will be displayed. Select and view. The 

LL! players without messages on their Info Board will have their name displayed 

we in gray. 

— 

Zz G_BOARD: WRITE 

© write a message on the Info Board. 

cc 

<— 

f= With Log Window displayed, you can see the chat 


V1 messages of everyone in the same lobby, not only in the 
Visual Lobby, but also at the City or during your 

M adventure. Select Log Window from the Chat menu to 
display the Log Window on the left half of your display. 

}— Open the Software Keyboard (the Log Window will 


ZZ now appear smaller), and enter your message. 


You can view the Player Status. Select from Player 
Parameter/Online Score/Offline Score, and the 
status will be displayed. Press the (1)/[R) Button to 
switch pages. The Player Parameter will also be 
displayed during the Main Menu Screen. 
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Select Options from the Main Menu to modify various 
game settings. 


Set whether to fix the 


map position relative to 
your movements. 


Key Config Select the preferred ()/{R) 


Buttons settings. 


Set whether to save the cursor to the last 
position used. 


Message Speed Select a speed at which the messages are displayed. 


| == Rumble Select whether to enable the Rumble Feature. 
Auto Disconnect Set a time limit at which to automatically save the 


current game data and disconnect from the network 
in the event that you remain idle (e.g., if you leave 
the controller untouched) for the amount of time set. 


Cursor Position 
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Select this to disconnect from the network (if playing 
online), save your current game data, and exit the 
game. For more on saving, see p.7. 


PLAYER’S CONDITIONS 


The following icons appear when there is a change is condition, such as poison 
or confuse. Except for Freeze, these can also be cured with Sol Atomizer. 


POISON | Abnormal State SHOCK | Abnormal State 
Slowly lose HP until cured. Unable to attack/use technique for a given 
Can be cured with Antidote/Anti LV1. time. Can be cured with Anti LV2. 
PARALYSIS | Abnormal State CONFUSE | Abnormal State 
Unable to attack/use techniques. Unable to walk properly for a given time. 
Can be cured with Antiparalysis/Anti LV3, Can be cured with Anti LV4. 
SLOW Abnormal State ATP DOWN [Abnormal State 


Slows down movernent for a given time. ATP lowered for a given time. 
Can be cured with Anti LV6. Can be cured with Anti LV6. 


DFP DOWN [Abnormal State FREEZE _| Abnormal State 


DFP lowered for a given time. 
Can be cured with Anti LV6. 


Frozen for a given time. 
Can be cured with Anti LV7. 


Note: ATP DOWN is displayed in red; DFP DOWN in blue. 
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Proficient with bladed weapons, Hunters can also use a wide variety of other 
weapons. Although lacking in accuracy, they gain high attack power. 


Suitable for beginners. 


Hunter/Human/Male 
Excels in close-range 
combat. Has the most / 
balanced growth 
— potential. Has 
some recovery 
and attack 
techniques. 


Hunter/Android/Male 
Expert at close-range 
combat, HUcasts have 
the strongest attack 
power potential of any 
class. Unable to use 
techniques, but can 
use traps. 
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Hunter/Newman/Female 
Has very strong techniques 
as well as being adept at 
close-range combat. Has 
the Lowest HP of the 
Hunter Class. 


1 
ne 


Hunter/Android/Female 
) Close-combat expert with 
) excellent reflexes that 
give her high accuracy 
and evasion. Unable to 

\ use techniques, but can 
use traps. 


Z Proficient with techniques, Forces are excellent as support. Their powerful 
< abilities make up for their low HP. Suitable for advanced-level players. 


x 

oO 
Force/Human/Male 
With low defensive 
power and low HP, 
FOmars are challenging 
to use. Their combination 
of techniques and 
quickness in combat 
make them unique. 


Force/Human/Female 
Besides excelling in 
support techniques, 
FOmarls are competent 
with weapons. This gives 
them a more balanced 
growth potential. 


Proficient with guns, Rangers have excellent accuracy that allow them to hit 
from a distance, but lack attack power. Suitable for mid-level players. 


Ranger/Human/Male 
Excels in ranged 
combat. Has the most 
balanced set of 


highest accuracy 
potential. Has some 
recovery and 
attack techniques. 


Ranger/Android/Male 
RAcasts have the 
greatest attack power 
potential out of the 
Ranger classes. 
Unable to use 
techniques, but can 
use fraps. 


Force/Newman/Male 
FOnewms are well 
balanced, and excel in 
numerous techniques. 
They distinguish 
themselves with 

their powerful 

attack techniques. 


abilities, and the 


Ranger/Human/Female 
RAmarls have low HP, 
but their high mental 
strength compensates 
for it by providing 
strong attack 
techniques to support 
them in ranged combat. 


RAcaseal 


Ranger/Android/Female 
RAcaseals have the 
greatest defensive 
power potential out of 
the Ranger classes. 
Unable to use 
techniques, but can 

use traps. 


FOnewearl 


Force/Newman/Female 

FOnewearls have limited 
combat skills, but excel in 
both attack and support 

techniques. They have the # 
highest mental strength 
/TP potential of any class. 
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ACTIONS IN PSO 


The following describes some of the actions you can take in PSO. For 
description on Action Menu, see p.40 and p.45. 


PLAYER ACTIONS 


During the adventure, it is possible to make various actions, such as picking 
up items on the ground or chat with other players. Basically, except for CHAT 
command which is always available, the action for the @ Button changes 
automatically according to the situations surrounding the player. 
TALK Action LOOK 
Talk to people 


CHAT Action 
ea Chat with team members 


PICK UP Action 
Pick up an item 


Action 


Look at an object 


PRESS Action 
Press an object 


TELEPORT Action 
Teleport yourself 


ll 


S 


There are three levels of attacks. 


ATTACK Standard Attack 
High accuracy rate, but low damage 


HEAVY ATTACK [Strong Attack 


EXTRA ATTACK |Special Attack 


Low accuracy rate, but can use special 
attack when used with certain weapons 


Low accuracy rate, but high damage 


The five types of techniques found in PSO are basic attack, intermediate 
attack, advanced attack, healing and support. Each technique requires a 


TA certain level of MST in order to be acquired or used. 


FOIE Attack 
Hurls a fireball at one enemy 
BARTA Attack 
A penetrating linear ice attack 
ZONDE Attack 
Lightning strike on one enemy 
RESTA Healing 
HP recovery 
REVERSER Healing 
Revives a fallen team member 
ANTI Healing 
Normalizes a player’s condition 
Note: SHIFTA and JELLEN are displayed in red; DEBAND and ZALURE in blue. 
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SHIFTA Support 
Raises a team member’s ATP 
DEBAND Support 
Raises a team member’s DFP 
JELLEN Support 
Lowers the enemy’s ATP 
ZALURE Support 
Lowers the enemy’s DFP 


RYUKER Support 
Opens a teleport gate to the City 


Traps can be set by android types only. 
& DAMAGE TRAP |Trap w/ attribute to fire & CONFUSE TRAP |Trap w/ abnormal status 
Explodes and damages nearby enemies Confuses approaching enemy 
&5 FREEZE TRAP {Trap w/ attribute to ice 
Traps enemies in ice and damages them 
TOOL ITEM ACTIONS 


You can purchase items from the Tool Shop, or pick up an item box dropped 0 
by fallen enemies. You can use tool items by assigning them to the Action Tr 
Menu or by selecting from the Items Menu of the Item Pack. Once used, the > 


ed item will be gone. 
used i i gone > 
MOON ATOMIZER | Revive fees! 
Revives a fallen team member > 


MONOMATE |Recovery 
MONOFLUID |Recovery Bi 


Restores small amout of 
HP/TP depending on level 
Restores small amout of 
HP/TP depending on level aa 


ANTIDOTE Recovery 


Neutralizes poisons 
ANTIPARALYSIS |Recovery @ TELEPIPE [Recovery fg 
©) Removes paralysis Opens a teleport gate to the City Jmau4 
@ TRAP VISION /|Recovery A&) 
Reveals hidden traps = 
CHARACTER PARAMETERS 


ATP = Attack Power EFR Elemental Resistance to Fire 
DFP _ Defense Power EIC Elemental Resistance to Ice 
MST Mental Strength ETH Elemental Resistance to Lightning 
ATA = Attack Accuracy EDK Elemental Resistance to Dark 
EVP — Evasion Power ELT Elemental Resistance to Light 
LCK Luck 
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If you clear a specific quest, Online Game or Offline Game, you will be able 
to download a corresponding mini-game. For detailed information on each 
mini-game, see the explanation screen inside the game. Mini-games will be 
posted one after another. 


HOW TO DOWNLOAD 


Basically, the method of downloading is the same. Whenever you clear a quest 
which relates to a specific mini-game, you will receive a mini-game data. Go to 
the City and touch the Download Machine. You will be asked whether to 
download the mini-game. Select YES to start downloading. Once downloaded 
successfully, you may disconnect the Nintendo Game Boy® Advance from the 
Controller Socket. 


@ Make sure that the Nintendo Game Boy® Advance’s power is turned 
ON. If it is turned OFF, you may not be able to download. 

@ Make sure to connect the Nintendo GameCube™ Game Boy® Advance 
Cable to Controller Socket 4. You may not be able to download if it 
is connected to Controller Socket other than Controller Socket 4. 
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To interrupt gameplay of the mini-game, press the START Button and select 
SLEEP MODE, in order to save battery life. To resume game, simultaneously 
press the START Button and the @ Button. SLEEP MODE is an energy-saving 
mode, but since the GameBoy® Advance’s power is left ON, the battery 
power will be consumed slowly. 


Please note that the Game Boy® Advance with downloaded mini- 


game is turned OFF, the mini-game data will be erased as well. 


ERROR MESSAGES 


If you encounter any problems during gameplay, the following error 
messages may be displayed on the screen. See below for the solutions. 


[Message] GBA Cable may not be connected properly. Reconnect the 
GBA Cable and download again. 

[Solution] Displayed either when the GBA Cable is disconnected or when 
there is an error on communication. Make sure that the GBA 
Cable is connected properly, and try downloading again. 

[Message] Game data was not downloaded correctly. 

[Solution] Displayed when downloading was not completed. Try 
downloading again. 
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How to connect the Nintendo GameCube™ and 
Nintendo Game Boy® Advance 


Hf Required Items 
@ Nintendo Game Boy® Advance ..........eeeeecceeevee I 
@ Nintendo GameCube™........ cece cecccecccccccccceee d 
@ “Phantasy Star Online Episode | & II” 

Nintendo GameCube™ Game Disc .........eeseeeececee I 
@ Nintendo GameCube™ Game Boy® Advance Cable.......1 


i How to connect 

1. Connect the Nintendo GameCube™ Game Boy® Advance Cable (GBA 
Cable) to Nintendo GameCube™. 
2 Refer to the diagram below for the location to connect to. 

2. Connect the GBA Cable to the Nintendo Game Boy® Advance. 

3. For controls afterwards, see description on previous page. 


+ Please do not connect unused the Nintendo Game Boy® Advance 
and GBA Cables to Nintendo GameCube™. 


Hf Caution on Link Play 

On the following conditions, the game may not be able to communicate, or 

may malfunction. 

@ When linking with a cable other than Nintendo GameCube™ Game 
Boy® Advance Cable (GBA Cable). 

@ When the GBA Cable is not connected all the way in. 

@ When the GBA Cable and Nintendo GameCube™/Nintendo Game 
Boy® Advance are not connected properly. 

@ During communication, when the GBA Cable is 
disconnected/reconnected. 

@ During communication, when either the Nintendo 
GameCube™/Nintendo Game Boy® Advance is turned OFF, or the 
RESET Button of the Nintendo GameCube™ is pressed. 
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TERMS OF AGREEMENT 


USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET 
FORTH BELOW. "PROGRAM" INCLUDES THE SOFTWARE INCLUDED WITH 
THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY SOFTWARE ASSOCIATED 
WITH THE ONLINE MODE OF THE PROGRAM, ANY PRINTED MATERIALS, 
AND ANY ONLINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL 
COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY 
DOWNLOADING, INSTALLING, AND/OR USING THE PROGRAM, YOU 
ACCEPT THE TERMS OF THIS LICENSE WITH SEGA CORPORATION and/or its 
affiliates. (TOGETHER, "SEGA"). 


LIMITED USE LICENSE: 

SEGA grants you the non-exclusive, non-transferable, limited right and license to install 
and use one copy of this Program solely and exclusively for your personal use. All rights 
not specifically granted under this Agreement are reserved by SEGA. This Program is 
licensed, not sold. Your license confers no title or ownership in this Program and should 
not be construed as a sale of any rights in this Program. 


OWNERSHIP: 

All title, ownership rights, and intellectual property rights in and to this Program and any 
and all copies thereof (including but not limited to any titles, computer code, themes, 
objects, characters, character names, stories, dialog, catch phrases, locations, concepts, 
artwork, animation, sounds, musical compositions, audio-visual effects, methods of 
operation, moral rights, any related documentation, and "applets" incorporated into this 
Program) are owned by SEGA or its licensors. This Program is protected by the 
copyright laws of the United States, international copyright treaties and conventions and 
other laws. This Program contains certain licensed materials, and SEGA's licensors may 
protect their rights in the event of any violation of this Agreement. 


YOU SHALL NOT: 

2 Exploit this Program or any of its parts commercially, including but not limited to use 
at a cyber cafe, computer gaming center or any other location-based site. SEGA may 
offer a separate Site License Agreement to permit you to make this Program 
available for commercial use; see the contact information below. 


2 Use this Program, or permit use of this Program, on more than one handheld device, 
PDA, or computer at the same time. 


2 Make copies of this Program or any part thereof, or make copies of the materials 
accompanying this Program. 


2 Use the Program, or permit use of this Program, in a network, multi-user arrangement 
or remote access arrangement, including any online use, except as otherwise 
explicitly provided by this Program and subject to acceptance of the terms and 
conditions of an appropriate subscriber agreement and terms of use or service. 


+ Sell, rent, lease, license, distribute or otherwise transfer this Program,or any copies of 
this Program, without the express prior written consent of SEGA. 


2 Reverse engineer, derive source code, modify, decompile, disassemble, or create 
derivative works of this Program, in whole or in part. 


+ Remove, disable or circumvent any proprietary notices or labels contained on or 
within the Program. 


2 Export or re-export this Program or any copy or adaptation in violation of any 
applicable laws or regulations. 

LIMITED WARRANTY: 

LICENSEE shall provide the original consumer with a minimum ninety (90) day limited 

warranty on all Licensed Products. LICENSEE shall also provide reasonable product 

service, including out-of-warranty service, for all Licensed Products. 
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TERMS OF AGREEMENT 


LIMITATION ON DAMAGES: 

IN NO EVENT WILL SEGA BE LIABLE FOR SPECIAL, INCIDENTAL, OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF 
GOODWILL, COMPUTER OR HANDHELD DEVICE FAILURE OR MALFUNCTION AND, 
TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF 
SEGA HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SEGA'S 
LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE 
THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR 
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE 
LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY 
TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY 
HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION: 

Without prejudice to any other rights of SEGA, this Agreement will terminate 
automatically if you fail to comply with its terms and conditions. In such event, you must 
destroy all copies of this Program and all of its component parts. 


U.S. GOVERNMENT RESTRICTED RIGHTS: 

The Program and documentation have been developed entirely at private expense and 
are provided as "Commercial Computer Software" or "restricted computer software." 
Use, duplication or disclosure by the U.S. Government or a U.S. Government 
subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the 
Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as 
set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software 
Restricted Rights clauses at FAR 52.227-19, as applicable. The Contractor/Manufacturer 
is Sega of America, Inc., 650 Townsend Street, Suite 650, San Francisco, CA, 94103. 


INJUNCTION: 

Because SEGA would be irreparably damaged if the terms of this Agreement were not 
specifically enforced, you agree that SEGA shall be entitled, without bond, other 
security or proof of damages, to appropriate equitable remedies with respect to 
breaches of this Agreement, in addition to such other remedies as SEGA may otherwise 
have under applicable laws. 


INDEMNITY: 

You agree to indemnify, defend and hold SEGA, its partners, 

affiliates, contractors, officers, directors, employees and agents harmless from all 
damages, losses and expenses arising directly or indirectly from your acts and omissions 
to act in using the Product pursuant to the terms of this Agreement 


MISCELLANEOUS: 

This Agreement represents the complete agreement concerning this 

license between the parties and supersedes all prior agreements and 

representations between them. It may be amended only by a writing executed by both 
parties. If any provision of this Agreement is held to be unenforceable for any reason, 
such provision shall be reformed only to the extent necessary to make it enforceable 
and the remaining provisions of this Agreement shall not be affected. This Agreement 
shall be construed under California law as such law is applied to agreements between 
California residents entered into and to be performed within California, except as 
governed by federal law and you consent to the exclusive jurisdiction of the state and 
federal courts in Los Angeles, California. 


If you have any questions concerning this license, you may contact SEGA at SEGA of 
America, Inc., 650 Townsend Street, Suite 650, San Francisco, CA, 94103. Attn. 
Leonard Slootmaker, Business and Legal Affairs, (415) 701-6000. 
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FAQ 


COMMON TO MODEM ADAPTER/BROADBAND ADAPTER 

Q. 1 forgot my password. What should | do? 

A. If your password has been saved, unless the save file is deleted, you can verify it from the 
Options Screen. There is space on this instruction booklet (pg. 3). Make sure to write down 
your password. 


MODEM ADAPTER 

Q. Why does the line cut off, or the display speed of character movement/ 
message slow down? 

A. Depending on the signal level over the telephone line or mixture of noises, there is a 
possibility of slow down, or even disconnection, in communication with the server. Please 
check the following: 

@ Try using the modular cable included with the Modem Adapter. 

@ If an AC cable of a home appliance is placed parallel to, crossed over/under, or bundled in 
a loop near the modular cable, the possibility of the noise mixing in becomes higher. Please 
keep the AC cables of home appliances as far away as possible from the modular cable. 
The possibility of noise mixture may also become higher if the modular cable is placed near 
home appliances such as a microwave oven or refrigerator. 

@ Slow down/disconnection due to the use of a two-way modular socket. 

The use of a two-way modular socket (to split two modular cables) may also lead to the 


possibility of slow down/disconnection in communications. This is due to the fact that the two- 


way modular socket creates more noise. This is also the case with splitting a line with a FAX 
machine or a telephone. Line extension sockets may also cause the same effect. Please 
refrain from using two-way modular sockets. 

i Slow down/disconnection due to the customer’s home environment. 
Depending on wiring in your household environment, communication may slow down or you 
may be disconnected. This may be due to the wiring or natural deterioration over a long 
period of time. Naturally, modular cables deteriorate over a period of time, and when they 
do, they can cause extraneous noises. Also, depending on the house blueprint, the wires 
may be crossed behind the wall, which may cause extra noise. Please contact your 
telephone company or administrator of your home if you have problems. 

@ Slow down/disconnection due to lightning. 
If lightning strikes near your environment, this may also cause slow down/disconnection. For your 
safety, please do not touch the Nintendo GameCube™ or the AC Adapter until the lightning 
stops. 

@ Slow down/disconnection due to ISDN TA or dial-up router. 
The usage of the Modem Adapter via ISDN TA is not guaranteed. 

Hf Slow down/disconnection due to ADSL splitter. 
Basically, the usage of the Modem Adapter via ADSL is not guaranteed. 

* We recommend you keep it away from home appliances such as your PC. 


BROADBAND ADAPTER 

Q. Will the communication speed increase if | use the Broadband Adapter with 
CATV or ADSL? What are the advantages? 

A. Compared to the Modem Adapter, the communication speed will increase. However, this will 
not be an advantage in the online play, as the game synchronizes internally to absorb speed 
differences. The merits, compared to the game play with the Modem Adapter, are that the 
connection is generally more stable. 

Q. | was able to connect with the Modem Adapter, but I can't when | switched to 
the Broadband Adapter. 

A. The network setting of the Broadband Adapter must be made separately from the Modem 
Adapter. Also, please verify the settings of the device (ADSL modem, router, etc.) you are 
using to connect. The settings and/or device may vary according to the service you are 
contracted with. Please verify settings according to the ISP provided reference materials and 
the device manual. 

* It is not possible to change settings of the broadband router from the Nintendo GameCube™. 
Please change router settings with your PC. 
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*THIS LIMITED WARRANTY IS VALID FOR U.S. AND CANADIAN 
NINTENDO GAMECUBE ™ MANUFACTURED FOR SALE IN AND PURCHASED 
AND OPERATED IN THE UNITED STATES AND CANADA, ONLY! 


Limited Warranty 

Sega of America, Inc. warrants to the original consumer purchaser that the Nintendo 
GameCube Game Disc shall be free from defects in material and workmanship for a period 
of 90-days from the date of purchase. If a defect covered by this limited warranty occurs 
during this 90-day warranty period, the defective Nintendo GameCube™ Game Disc or 
component will be replaced free of charge. This limited warranty does not apply if the 
defects have been caused by negligence, accident, unreasonable use, modification, 
tampering or any other causes not related to defective materials or workmanship. Please 
retain the original or a photocopy of your dated sales receipt to establish the date of 
purchase for in-warranty replacement. For replacement, return the Game Disc, with its 
original packaging and receipt, to the retailer from which the software was originally 
purchased. In the event that you cannot obtain a replacement from the retailer, please 
contact Sega to obtain support. 


Obtaining technical support/service 
To receive additional support, including troubleshooting assistance, please 
contact Sega at: 


*web site........... http://www.sega.com 
*e-mail..... .. support@sega.com 
*telephone......... 1-716-650-6701 
LIMITATIONS ON WARRANTY 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO 
90-DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET 
FORTH HEREIN. IN NO EVENT SHALL SEGA OF AMERICA, DREAMCAST INC., BE LIABLE 
FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY 
EXPRESS OR IMPLIED WARRANTIES. THE PROVISIONS OF THIS LIMITED WARRANTY ARE 
VALID IN THE UNITED STATES ONLY. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW 
LONG AN IMPLIED WARRANTY LASTS, OR EXCLUSION OF CONSEQUENTIAL OR 
INCIDENTAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO 
YOU. THIS WARRANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. YOU MAY HAVE 
OTHER RIGHTS WHICH VARY FROM STATE TO STATE. 


Sega is registered in the U.S. Patent and Trademark Office. Sega, Sega logo, and PHANTASY 
STAR ONLINE EPISODE I&ll are registered trademarks or trademarks of Sega Corporation or 
its affiliates. © SONIC TEAM/SEGA, 2000, 2002. All Rights Reserved. This game is licensed 
for use with The Nintendo GameCube System only. Copying and/or transmission of this game 
is strictly prohibited. Unauthorized rental or public performance of this game is a violation of 
applicable laws. SEGA of America, Inc., 650 Townsend Street, Suite 650, San Francisco, CA 
94103. All Rights Reserved. www.sega.com. Programmed in Japan. Made and printed in the 
USA. Dolby and the double-D symbol are trademarks of Dolby Laboratories. 
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INSTRUCTION BOOKLET 


IM-DOL-GPIP-AUS 


PIKMIN: 


GAMECUBE 


WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO® HARDWARE SYSTEM, GAME DISC OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


or wONM 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 


Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

* If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AAWARNING - Electric Shock 


To avoid electric shock when you use this system: 


* Use only the AC adapter that comes with your system. 

* Do not use the AC adapter if it has damaged, split or broken cords or wires. 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

* Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activities until you feel better. 


ACAUTION - Brightness of TV Screen 


The brightness of the TV screen differs with each TV but can typically be 
adjusted. Always play games with the appropriate brightness setting. Excessive 
brightness or darkness can cause discomfort. If necessary, please refer to the 
instructions manual of your TV for guidance on adjusting the brightness of your 
TV. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 


and sticks to allow them to return to the L Button R Button 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons & & 


simultaneously for 3 seconds. 


Control 
Stick C Stick 


This seal is your assurance that 
Nintendo has reviewed this product ¢ : 
and that it has met our standards “ Original \ 


for excellence in workmanship, / \ 
reliability and entertainment value. | 


j 


Always look for this seal when Seal of 
buying games and accessories Quality / 
to ensure complete compatibility sy 
with your Nintendo Product. 


Thank you for selecting the PIKMIN™ Game Disc for your NINTENDO 
GAMECUBE™ System. 


Please read this instruction booklet thoroughly to ensure maximum enjoyment of 
your new game. It also contains important warranty and hotline information. Always 


save this book for future reference. en 
@ Olimar's Disaster 6 
GAME PLAY USING OME @ The Size of Pikmin 8 
PLAYER AND CONTROLLER. pee a Ege oe eg ee 
@ How to Use the Controller 10 
THIS GAME REQUIRES A é The Game Screen 12 
MEMORY CARD FOR SAVING 
GAME PROGRESS, SETTINGS 
eae renee 6 The Goal of the Game 14 
@ Getting Started 20 
@ Playing the Game 22 
6 PikminQ&A 25 


™, ® AND THE NINTENDO GAMECUBE LOGO ARE TRADEMARKS OF NINTENDO. 
ALL RIGHTS, INCLUDING THE COPYRIGHTS OF GAME, SCENARIO, MUSIC AND PROGRAM, RESERVED BY 


NINTENDO. 
© 2001, 2002 NINTENDO. ALL RIGHTS RESERVED. @ 


For a long time | had been working too hard, a tendency of mine, so | decided. : 
some time off by myself to recuperate. The night before | left, my wife prepared my 
favorite soup. This soup is a famous dish on my planet, made with three large onion 
and hundreds of miniature red, yellow, and blue carrots. Once | had my fill of this | ~ 
delicious dinner, | climbed into my warm bed and began to think of the leisurely vacation 
that would start the next morning. | finally fell into a deep, peaceful sleep. 


The journey began well. With no set destination in mind, | simply allowed the sleek 
Dolphin to make its own efficient way through the vast reaches of space. A strange 
feeling came over me... | then felt a premonition that my short trip would soon be 
become an epic adventure. | dismissed the thought as foolishness from my overactive 
brain, then switched the Dolphin to autopilot and stood up from the control seat to 
make a hot cup of tea. Just then, a massive jolt shook the Dolphin! For a brief moment, 
my mind reeled with the possibilities of what might have happened, but | had little time 
to react. | wos thrown against the control panel, and | blacked out. 


When | came fo, | found that the Dolphin hod crashedon a strange planet, in a place 
whose name and location | could not guess. |.thanked the laws of chaos that | was at 
least, for the time, safe. After some inspection, | noticed that the Dolphin was so shaken 
during reentry that several of her pieces had been jarred loose, probably scattered around 
the planet. To make matters worse, my space suit's sensors indicated that the plonet's | 
atmosphere contained oxygen, an element incredibly deadly to my people. Fortunately, the 
life-support system built into my suit seemed unharmed, but | knew that it had only enough 
ining. battery power to function for another 30 days. If only | could find the engine, 
Teast | could fly within this planet's atmosphere to search for the other ports... 


; Will,| be able to find the missing parts from my spaceship? Will | be able fo return safely to 
miy Home and family? | must steel myself against fear and loneliness if | om ever fo see 


d oll of my observotions-and experiences in my journal until | am 
idding. planet. My only hope lies in the promise of two strange 
“enc doy. The @ first. =wos the discovery of 0 large object, similar to the 
onions on my planet. But if Wasenormous, and it rested on three legs. The other wos the 
appearance of a small fom eerily similor in appearance to my planet's miniature 


carrots. | have decided to name this small ifeform... Pikmin... 
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5 in Qirnot is about the height of g 
- quate and Pikmin are smaller 
-.. gi. Compare them to ordina } 
ae duiects OrOUnt id you, if you will. 
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These { These three buttons contol your camera! _) buttons control your camera! 


For more info (4s> Pg. 13 
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View Olimar's monitor [\€Syaa gw} | 


Press and hold the X Button, the Y Button, 
and START/PAUSE to reset the game. 


a 

Pick a planted Pikmin &t~ 

Place the cursor on the spot where you want to throw a Pikmin, a FY { 
then press ond release the A Button. 


throw Pikimin 02:01 gage 


Your Pikmin will line up by colour 
behind you if you press and hold 


the A Button. = Py. O15 


Camera Angles 
Use these buttons to ploy from many different camera angles. 


a, Zoom camera 


Press the R Button to change the zoom 
level of the camera. There are three 
zoom levels. 


The Game Seveen 


Sun Meter 


When the sun icon reaches the far- 
MERU maLCuTimices@ | right side of the bar, the day will 
to move the object end. The ra day that doesn’t 
have a time limit is the first. 


Rotate camera 


Press the L Button fo rotate the comera 
to a spot behind Olimar. 


Rotate the camera 


pp Change the camera's angle 


The camera's angle will change every 
time you press the button. The camera 
con be set at a three-quarter view or 

directly above Olimar. 


This counter shows the number 
of days Olimar has spent on 
the planet. 


The camera rotates around Olimar. 
Adjust it when Olimar is around a corner and you can't see him. 


Damage to 
Olimar's 
space suit 


Thiegune wanes The number of Pikmin in the field 
when Olimar takes 2 p20 4 = 

damage. Repair 23 aff + 4 

damage by pressing Be num mba : if Pi wri 

the A Button when 


; via on i witha 
standing near the in 1 


ship or waiting until 


the end of the day. This shows t the Pik nd 

—S nearest t fo Olim vil be the o i Fr ae LR ye : 
° 0 o throw —* -- number of Pikmin } 
e ; — — . 
Ps 


= ts ati 
rf 3s ity a fe (iP +Ltf + s+ ww 
ee When Olimar's space suit damage gauge reaches zero, Olimar will be forced “his number includes all Pikmin in the field and all 
@@ to retum t the ship, ond the day will end. When this happens, nocturnal Pikmin in their onions. 
kmin duri il the night. Only | planted in the 
femeath or inside the Onions will be spared, so please be coreful At the end of a normal day, all Pikmin still with Olimar 


will return to their Onions and will not be eaten. 


The Goal of the Game 


Collect all the spaceship parts! You h days! Olimar 
Copt. Olimar has collided with a comet during his space voyage and crash-landed Because of toxins in the planet's atmosphere, Olimar 
on on alien planet. Now he must find all 30 of his scattered spaceship parts to has no time to waste in completing his task. The life oS 
escape from the planet. support system in Olimar's space suit will protect him 
from the planet's toxins for only 30 days. 


Life-Support System 


Press ° wi 


lile next to a ship part fo learn more about it. 


Sor on an object... | 
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Pikmin Behavior 


Pikmin can 
do man 


Just what are Pikmin? 


Pikmin are one of the mysterious life-forms Olimar 

encounters on the alien planet where he crastrlands. 

Fan liae the Pikmin seem bound to oe VY ‘ j 
operate with him. Can Olimar rely on the Pikmin 4 


ote i le ole msg pest a \ 
and escape the planet? nM Le, 


PIKMIN 
Pikmin are actually very intelligent creatures. If given a simple order, they 


~~ will carry things, fight other creatures on the planet, and even use their 
own judgment to carry out various other tasks. 


Move ship parts! Move on to new areas! 


Pikmin follow behind Capt. Olimar. He can lead up to ESS] 
100 Pikmin at a time, but if there are any Pikmin in YAU |p addition to using the cursor to throw Pikmin, you can use the C Stick to 
the ground, wor an or waiting for Olimar (pg.18) move Pikmin as a group toward an object. When they reach the object, 
that number will be subtracted from the number that they will decide for themselves what to do. 
Olimar con lead at that time. 


RiKMIN 


Where Pikmin Come From iq ~ Gall Pikmin from the O Onion ite @ Return Pikmin to the Onion 


The Onion expels the seeds that plant themselves in the ground and become Pikmin. You must call Pikmin from the Onion at © (____Under the Union, press Oo 
When the sprouts growing from their heads grow long enough, you can pick them by the beginning of every day. Use the = 
pressing the A Button. Cri St to enter the number of 
Tr Pikmin you want to call. You can return 
The Onion Pikmin in the same way when you have 


This strange object expels Pikmin seeds. foo many. 


The Pikmin treat this object as a nest, so you 
con keep them there and call them back 
later. At the end of each day, the Pikmin f < Pikmin in the Onion > 
following you will return to the Onion. — 


@ mber of Pikmin to call ore etur 1) 


C Number of Pikmin with you ‘) 


ptt eee anne een newsneneneeeneesseenenasnueeescasnenccnessensenenenenaesecesennecssnenssaassessseses snsnaaahssheansdahensae stems 
‘ 


Tithe Contol Stick ond hl ito eve ort iki 


“4% © If you lose all Pikmin of one colour, the Onion of that colour will generate 
—- ~ Se? seed the next day. 
4 to Pic ck Pikmin 5 — : © There is no limit fo the number of Pikmin that you can store in the Onion. 


Stand near a plonted Pikmin and press a) to pick it. © When there are mature ts min in the Onion (see pg. 18), they will come ouf in 
this order: flower, bud, then leaf. 


How to Make More Pikmin 


Pikmin will carry objects back to the Onions of their own 

The Onion will expel Pikmin seeds whenever color. When Pikmin of all three colors are carrying on 

you give it pellets or defeated enemies. Carry p hack object, whichever color has the most Pikmin will take it 
0 the Onion! to their Onion. 


J} “3° When you carry a pellet to an Onion of the same 


Pellet Posy t 
ONG } 
| od color, you will be rewarded with more seeds 


When a Pikmin smacks Pellets are the energy 
this flower and knocks source that the Onion Pinar rn caivun 
it to the ground, FP, uses to create new Y 


object faster when 
there are more of 

, them helping 
®> cory it. 


seeds. The number on 


top shows how many é 
Pikmin are needed to o~, st wy 
carry the pellet. ~ 


it will turn into fs 
0 pellet. 
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Pikmin Growth | Different Colours, Different Skills 


If you leave Pikmin in the ground for a while without picking them, they will extract more 
nutrients from the soil and grow as shown below. Even after being picked, if the Pikmin 
can find o source of nutrients, they can mature. More mature Pikmin con run faster, but 
flower Pikmin may revert to leaf Pikmin when injured by an enemy. 


How Pikmin Grow 


Wh 


Bud and flower Pikmin can 
carry objects very quickly. 


When Pikmin are dismissed with the X Button Idle Pikmin 

or separated from Olimar, they will stay in one : 

place. Olimar cannot command those idle ; 

Pikmin. Place the cursor on the idle Pikmin and 

ES B button to call them, or touch them to 
ring them back to you. 


Theit bodies tum pole! 


Pikmin and their Onions are red, yellow or blue, and they have different characteristics 
depending on their color. You can shorten your time on this planet considerably if you 
balance the numbers of different-coloured Pikmin. 


We can handle 
bomb-rocks. ( 
. 


Handle with care! e=l — 


When thrown near an obstacle, yellow 
Pikmin carrying bomb-rocks will set 
their bombs. Don't stand too close! If 
it stonds idly when thrown, call back a 
bomb-carrying Pikmin to have it drop 
the bomb. 


A Bren 


Z 4 f 
was oS) 427-2 C 
2 Cel y OAS Choose a file and press the ¥ Button on the File Select screen to copy that saved file to on 


: J empty location. You can also select a file and press the X Button to erase that file. Erased 
files cannot be restored, so please be careful. 


Turn on the POWER Button after setting the 
Game Disc in the console and closing the Disc 
Cover. When the title screen appears, press 
START/PAUSE. When you choose to start the 
game, the File Select screen will appear. 


You can change the following sound settings: 


© Mono or Stereo. 
© Background music settings. Use the Control Stick to toggle. 
© Sound effects settings. Use the Control Stick to toggle. 


Start the Game | [i] Rumble 


Before playing, you must create a Pikmin save file. You should have You can set the controller rumble function to ON or OFF. 


a Memory Card inserted in Slot A before turning on the POWER Button. ll ted. rage 


When you finish the game, your results will be saved here. You can also see results 
from Challenge mode here. 


Choose one of the three New files, then begin 
the game. 


File Select Screen 


If you have played and saved before, you can 
start the game at the day after your last save. 


aT, 
eSe You can save up to three data files. 


dann nanan nena nena anne ee nena enna e nnn nn ne nn ean eee anna e nen Nn naan n nanan nnn nanan nnennnnnn nena nnennnnnnnnennnnnennnns, 


Feigs Nie 0 eres ae tao) Rests fon nen) 
save your progress in this game. No will appear unless a 
Homoay ard ah sve! Pain ls nsred io te cane. 


Please refer to the Nintendo GameCube instruction booklet (pages 18-20) 
for directions on how to format and erase Memory Card files. 


Game Save (GS pg. 23 
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Appears at the beginning of every doy after the first. 


You cannot move between areas during the day. 


When 8 find the engine and take it back to your ship, 
you will be able to make your first save. 


= FA Press the Y Button at the Area Select screen to read 
= =smeadiililieem! Olimar's journal. Some important things are written 


Choose the area you want to visit at the Area Select screen. there, so remember to review it from fime to time. 


Find pellets and enemies to increase your numbers of Pikmin as you search 
for ship parts. As you find more parts, you will be able to visit new areas. 


Gather Pikmin at the end of the day. 


Safety check at the end of the day 


LZIVSeysEse 


Press the B Button to retum to the previous screen. 


( Pikmin following Olimar meena. Will return to the Onion 
Pikmin under the onion, or idle near the spaceship Will return to the Onion 
ikmin plonted in the ar Will remain there 
Pikmin plonted in the ground Appears at the end of the day. 
You can save at this screen. 


You can view the changing number of 
your Pikmin population in each colour. 


7 


= Save at the End of the Day screen. 


od You cannot save during the day. 
Pause screen: press START/PAUSE during the game 
i Continue Return to the game in progress. 
5 Choose this option when you want the current day to end Piha plaice do not the M 
vad a tl gt to the End of the Day screen and The number of Pikmin in the Onion when it took off | Cad or ie is POWER real 
% my at the end of the day. The number at the top of the while saving. This could damage the 
Choose this option when you want to replay the current day. screen shows the total. Memory Cord and the console. 
i continve from last save You will ai to the Daty Selec segs without saving. : 


Cae fa atiat See 23 


You can check this screen by pressing the Y Button during the game. 
Press the Y or B Button to return to the game. 


When you discover the ship part, Whimsical Radar, 


you will be able to display on area map during the game. 


Area name ' Area map DA mop of the orea where you are. 


The name of the area you 
ore currently exploring. 


@Move (Zoom 


No. of Pikmin 
Shows numbers of Pikmin 
with Olimar and in the Onion 
by colour. 


If you leave these Pikmin in the 
field at the end of the day, they 
will be eaten by enemies af night. 


Pikmin will try to carry an object back to the Onion 

as fast as they can, but if the fastest route back is 
blocked by an obstacle, they will take a longer route or stop in 
front of the obstacle. You should try to open the fastest way 
for them. 


if there ore walls in the way, get 
the Pikmin to use bomb-ocks to 
tear them down. 


To defeat a large enemy, you should try using ro 
more Pikmin. Pikmin may be small, but in large 
numbers, they can defeat even huge enemies. There are 
some enemies that can only be defeated in a special way, 
like attacking from behind, or using a certain colour of 
Pikmin. Think about your strategy before you go into battle. 


It is dangerous fo attack from beneath on enemy, but you 
can slow them down around the feet. While accepting a 
few sacrifices to slow your opponent, you can try to attack 
from another angle to balance your fighting technique. 


When you want to use only one color of Pikmin against 
an enemy, you should throw Pikmin consecutively. 


Cart iar enn h, 
Sori DY COlOU! y! 


Ann A ee i ee ae ven £ 
Approach ihe red rixmin ind mi ed 
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Pikmin will try to carry pellets and enemies back to the Onion of their colour. 
Try to use this behavior to your advantage. 


= ieee rath dient emmenracee tant haminiereniaanihoan 2 
UP PENE!S aNd iOlen Enemies wiinhour COrrying hem: 


zy: Use the C Stick to Assign the Pikmin a task as a group. The C Stick not only 
controls the group's movement, but it can also be used to give the group a task. 
When you push the group toward a pellet or fallen enemy with the C Stick, it will try to carry 
it. You can also use the C Stick to keep any member of the group from touching an 
object—thus assuming it as a task—as you walk past it. 


| con't do very much in one day! 


Perhaps you should assign groups of Pikmin different simultaneous tasks to make 

better use of time. For example, while 20 Pikmin are busy breaking down a gate, 
another 20 can be carrying food back to the Onion, while yet another 20 are busy fighting 
an enemy with Olimar. When the day nears its end, you should try to collect all of the Pikmin 
who were left working or idle in different areas. 
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Ippectart: 
weV-A 
WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and 
international intellectual property laws. “Back-up” or “archival” copies are not authorized and 
are not necessary to protect your software. Violators will be prosecuted. 


This Nintendo game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. If 
your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service. 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


Vaccanty Infecpation: 


12 MONTH WARRANTY FOR NINTENDO GAMECUBE™ (GAME DISC) 


You may only require simple instructions fo correct a problem with your product, therefore we recommend the following 
services: 


NINTENDO HELPLINE 190 224 1001 
Set-up, connection ond gameplay assistance together with hints and tips for a wide range of Nintendo products. 


Live Games Experts available between 12 noon and 9pm, every day of the year. 
Recorded information on our most popular fitles available 24 hours per day. 


INFORMATEL ONLINE CALL RATE AT $1.98 PER MINUTE INCLUDING GST 
(Calls from mobile and public phones attract a higher rote) 


NINTENDO WEBSITE www.nintendo.com.ou 
Troubleshooting, worranty and service/repair information. 


CONDITIONS OF WARRANTY 


The benefits conferred by this Warranty are in addition to all other conditions and warranties in respect of this product 
which the consumer may have under the Trade Practices Act 1974 of the Commonwealth of Australia and/or similar 
State, Territory or Country Laws. 


Nintendo Australia Pty Limited warrants this GameCube™ (GAME DISC) to be free of defects in materials, workmanship 
and manufacturing fo the original purchaser for a period of twelve months after the date of purchase and upon 
presentation of purchase receipt. 


1. Nintendo Australia Pty Limited will at its option and subject to the terms and conditions stated below, repair or replace 
i : — hk GAME DISC or any component part, which upon examination by Nintendo Australia Pty Limited is 
found to be ive. 


2. This Warranty shall not apply: 
(o) If the GAME DISC hos been subjected to misuse, abuse, accident or want of care. 
(b) If the GAME DISC hos been modified and/or tampered with. 
(c) If o repoir hos been mode or attempted by the purchaser or their agent. 
(d) The following are not covered by this Warranty: 
(i) Liquid damage; 
(ii) Scratched or damaged discs; 
(iil) Wear ond tear. 
(e) If the GAME DISC foils due to couses unrelated fo defective materials or workmanship. 


3. Nintendo Australia Pty Limited accepts no liability pursuant to this Warranty for any cost or consequential damage or 
economic loss whether direct or indirect, to any person or property, arising from breakdown or failure of this product and 
no responsibility is to be implied or accepted over and above the replacement value of the product. 


This Warranty is given by Nintendo Australia Pty Limited and no other person or organisation is authorised to vary its 


provisions and conditions. 

Before returning a Nintendo GameCube™ GAME DISC for service, contact: 
Nintendo Customer Service on (03) 9730 9822 

Worranty ond Repair information and all other general enquiries. 

Hours of operation: 8:30am to 5:30pm Monday to Friday (EST). 


NINTENDO AUSTRALIA HEAD OFFICE 
Scoresby Industrial Park, 804 Stud Road, Scoresby Victoria 3179 Australia 
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Thank you for purchasing SONIC MEGA COLLECTION™. Please note 
that this software is designed only for use with the NINTENDO 


GAMECUBE. Be sure to read this instruction booklet thoroughly before 
THIS SEAL IS YOUR ASSURANCE THAT NINTENDO HAS APPROVED THE 


QUALITY OF THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL WHEN BUYING you start playing. 
GAMES AND ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY WITH 
YOUR NINTENDO SYSTEM 
Seal of 
Quality 


THIS GAME SUPPORTS THIS GAME REQUIRES A 
ALTERNATING GAME PLAY MEMORY CARD FOR SAVING 
WITH ONE, TWO, THREE OR GAME PROGRESS, SETTINGS 
iva FOUR PLAYERS AND OR STATISTICS 
SSO ~=CONTROLLERS. 
2 PLAYER SIMULTANEOUS 
CONTENTS Sonic & Knuckles ...........0c000+0 24 
Sent Fe Up sis: ceoasicaentonsros weenie 4 Sonic 3D Flickies' Island........... 28 
Controls .........-00+ ..5 Sonic the Hedgehog Spinball ...32 
Starting the Game..........csc-s-see+-0+ 6 Dr. Robotnik's 
Mean Bean Machine................ 36 
*GAMES 
Sonic the Hedgehog..............-.- 10 
Sonic the Hedgehog 2... 14 
nic the He Og Signa... a 
LICENSED BY sont dgehog : 


While the-games in this collection have retained their original MEGA 
DRIVE™ format, minor graphical modifications have been made. 


TM, ® AND THE NINTENDO GAMECUBE LOGO ARE TRADEMARKS OF NINTENDO 
© 2002 NINTENDO. ALL RIGHTS RESERVED. 


HARDWARE SETUP 


SONIC MEGA COLLECTION" js a collection of games 
for one or two players. Connect the NINTENDO 
GAMECUBE CONTROLLERS to the Controller Sockets 
1 and 2 (depending on the number of players 
participating). 


MEMORY CARD 


SONIC MEGA COLLECTION™ js compatible with the NINTENDO 
GAMECUBE MEMORY CARD 59 (sold separately). Insert the Memory 
Card to Memory Card Slot A. 2 blocks of free memory and one free file 
are needed to create the system file (which includes all game data for 
Sonic the Hedgehog 3 etc.). 


When the data is being saved, manually or 
automatically, a message will be displayed to notify 
that such action is taking place. Never turn OFF the 
NINTENDO GAMECUBE power or remo t 
Memory Card while the game data is being saved or 
loaded. 


vw 
Please refer to the NINTENDO GAMECUBE gie@ 
instruction booklet for directions on how to J@ 
format and erase Memory Card files 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned on, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


L Button R Button 


C Stick 


ee Z Button 
<x A Button 


*All controls explained in this manual are in “DEFAULT 1” configuration. 
See P.8 for details on Controller Configuration (of Options Menu). 


MULTIPLAYER GAMES 


With some games, more than one player can participate either 

simultaneously or alternating. 

¢ SIMULTANEOUS PLAY 
With simultaneous play, players 
use their own controller to play 
(connected to Controller 
Sockets 1 and 2). 


¢ ALTERNATING PLAY 
With alternating play, each player 
takes turns playing the game 
using one controller (connected 
to Controller Socket 1). 


GAME CONTROLS 


The following game controls are common to most Sonic the Hedgehog 

titles. Press START/PAUSE during any game to pause the action. 

¢ Press €/ on the Control Stick /+ Control Pad to run, hold down to 
speed up (dash), and press the reverse direction to brake quickly. 

* While moving, press W to move freely while spinning 
and attack enemies. Press the A, B, or X Buttons to 
jump and Spin Attack. 

¢ Hold down © on the Control Stick /+ Control Pad 
while standing and then press the A, B, or X Buttons 
to spin. Release the button to perform a Spin Dash. 


The additional button function and character-based controls are not 
explained under each game title but after selecting them. There is.a special 
screen for this just before launching each game. These controls do not 
apply to Sonic 3D Flickies' Island, or Dr. Robotnik’s Mean Bean Machine. 


Starting the Game (@ 


GAME FILES 


After you press START/PAUSE on the Title Screen, the game will look for 
a system file in the Memory Card inserted in Memory Card Slot A. If 
there is a Sonic Mega Collection system file containing Game Logs and 
other options in the Memory Card, the game will load the file and 
overwrite the existing file when you save the game. If the Memory Card 
has no system file, you can either create a file and start the game or play 
the game without one. 


If there is no Memory Card inserted , a Warning 
Screen will be displayed. Use Control Stick / + Bf 
Control Pad #\/® to select either “Continue 
without saving" or “Retry” and press the A & 
Button. If there is no space available on the & 
Memory Card, there is an additional option 
called "Manage Memory Card". 


MEGA COLLECTION MENU. 


Menu Controls 


START/PAUSE GAME START 
Control Stick / + Control Pad SELECT / SCROLL 


ENTER 
CANCEL / PREVIOUS MENU 


The first screen you access is the Sonic Mega & 
Collection Menu. Use €/-> to select the menu 
item and press the A Button to enter. 


GAMES) Access to available games. 
ARBINUALS ( Check the original game manuals. 
BPTIONS > (Change and save various game settings 
ARRAS) (View movies, illustrations, and comics 


Starting the Game 


During the Game Menu, use #/ to select from 
available game titles and press the A Button to § 
enter. 


¢ GAME REFERENCE SCREEN 
The Game Reference Screen will be displayed 
when you select a title from the Game Menu. 
Use #/¥ to scroll the screen. Press the X 
Button to see the manual, the A Button to Pate 
start the game, or the B Button to return to 
the Game Menu. 


Manuals / Extras Controls 
~~ 


©: ————. 


L Button Zoom out” 
A Button Display or remove manuals 


functions on screen 


B Button 


The digital manual can be accessed through 
either Game Reference Screen or directly from 
the SONIC MEGA COLLECTION™. 


From the Extras Menu, use 4/ to select the 
menu items and press the A Button to enter. Use 
the above controls to view the “COMICS” and 
“ILLUSTRATIONS”. 


ith, 


Comics provided by Archie Comic. 


Starting the Game 


OPTIONS 


During the Options Menu, use #\/ to select the 
menu items and press the A Button to enter. 


To save the game settings you have chosen, 
select “SAVE & EXIT" and press the A Button. 


Collection Menu without saving. 


¢ Audio 

“ Use #/ to select either “STEREO” or 
“MONO" (Monaural) and press the A Button. 
Press the B Button to return to the Option. 


= _ sarees 
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Controller Configuration 
Use 4#9/ and the A Button to select “DEFAULT 

1," “DEFAULT 2,” or to make customised key 
H configurations. Select “EXIT” and press the A 
Button, or press the B Button to return to the 


i i ae H Options Menu. All explanations have assumed 
Pee Der AULT 1 configuration 


e Language select option 


° Credits 

Credits for SONIC MEGA COLLECTION™ are 
displayed automatically. Press the B Button to 
return to the Option Menu. 


4, 
“”, 


© Save & Exit 
Save option setup to Memory Card (system file). 


Starting the Game 


ZT EXITGAME 3 ~=— 


During gameplay (all titles), press the Z Button to 

exit the game, and then use #,/ and the A proccrncocasennccosonan 
Button to select from the following: : eee 

Exit: Takes you to the Mega Collection Game § 
Menu. 

Game Title: Takes you to the Title Screen of the 
currently selected game. 

Resume: Returns you to the game in progress. 


points. Both a Time Bonus and a Ring Bonus will 
be added to your final score when available. 


¢ TIME BONUS ¢ RING BONUS 
This bonus is based on how This bonus is determined by 
much time you took to clear the number of Rings you have 
the Act. left at the end of an Act. 


The scoring features above do not apply to Sonic 3D Flickies' 
island, Sonic the Hedgehog Spinball, and Dr. Robotnik’s: Mean 
Bean Machine. 


, 


" 
i 
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June 1991 


Dr. Ivo Robotnik (AKA Dr. Eggman), the mad scientist, 
is snatching innocent animals and turning them into 
evil robots! Help our hero to fight enemies, rescue the 
helpless animals, and stop Dr. Robotnik from 
succeeding with his evil plot. 


SONIC THE HEDGEHOG 


¢ GAME OBJECTIVE 
Avoid traps and crazed robots as you dash through 6 hazardous 
Zones, each with 3 exciting Acts. You will face Dr. Robotnik at the 
end of every third Act. You have 10 minutes Game Time to clear each 
Act. After 10 minutes, a “TIME OVER" message will appear and you 
will lose one Life. 


The following game controls are unique to this title. 

¢ While standing still, press 4¥/ to scroll the screen up and down. 
(This will not work if Sonic is already at the highest or lowest point). 

* Spin Dash mentioned on P.5 cannot be used in this game. 


GAME SCREEN | 


@ Present score 
@ Time elapsed 
© Number of Rings 
(*Flashes when zero) 
5 © Remaining Lives 


isn 


Staying alive will be tough, but by grabbing Rings Sonic 
won't be hurt when attacked. If an enemy attacks, you 
will lose the Rings you have collected. If an enemy attacks 
while Sonic has Zero Rings, you will lose 1 Life. 


¢ LAMP POSTS 
By crossing through the Lamp post, your present score 
and time will be recorded. If you fail to complete the Act, 
you will return to the last Lamp post you touched. % 


SONIC THE HEDGEHOG 


e SPECIAL ITEMS 
Smash open the video monitors with Spin Attack to get Special Items. 


) Super Ring: Earns you 10 Rings at once! 


Shield: Prevents you from losing Rings or being hurt when 
attacked (Won't protect you from other obstacles.). 


Power Sneaker: Makes you run super sonic fast! 
1-Ups: Gives you an extra Life. 


} Invincible: Keeps you safe from enemy attack for a short time 
| (but won't protect you from other obstacles). 


SECRET ZONE 


If you have 50 Rings at the end of any Act, you can 
warp to the Secret Zone by grabbing the giant gold 
Ring. 


Use the Spin Attack by ricocheting off 
multicoloured blocks in a 360° rotating maze. In 
each Secret Zone, the aim is to grab the Chaos r? 
Emerald and as many Rings as you can while 
keeping away from the Goal Blocks. 


Chaos Emeralds: These come in 6 different colours: yellow, 
pink, blue, green, red and white. You can find one in eve 
Secret Zone so collect them all! 


Goal Block: This is the end of the Zone. Touch this and you 
will return to the previous Zone empty handed. 


SONIC THE HEDGEHOG 


PLAY TIPS 


* Grab all the Rings you can. When you lose the Rings, rush to grab 
them before they disappear. 


¢ Watch the traps carefully to see how they move and improve your 
chances of avoiding them. 


¢ Look for ways to get to places that seem impossible to reach. 

¢ Use the Spin Attack to find hidden items. 

¢ Look for secret rooms. 

¢ Remember the Time Bonus. There's no time to lose! 

¢ Destroy enemies in succession for bonus points! 

¢ By collecting Rings and improving your score, you may be lucky and 


obtain a Continue worth 3 more lives after “GAME OVER." Press 
START/PAUSE before the timer expires during the Continue Screen. 


Dr. Robotnik has returned, again bent on world 
domination. Join Sonic and his sidekick Miles “Tails” 
Prower the fox as they try to stop the demented 
scientist from discovering the Chaos Emeralds and 
completing the ultimate weapon, the “Death Egg.” 


SONIC THE HEDGEHOG 2 


¢ GAME OBJECTIVE 
Avoid traps and Badniks as you guide Sonic and his sidekick Tails 
through 10 different Zones on the trail of the mad scientist Dr. 
Robotnik. You have 10 minutes Game Time to clear each Act. If you 
go over 10 minutes, a “TIME OVER" message will appear and you 
will lose one Life. In “1 PLAYER" mode, the controller must be 
plugged into the Controller Socket 1. 


e¢ 2 PLAYER MODE (SIMULTANEOUS COMPETITION) 
With 2 players, Sonic and Tails compete to clear each Act in the 
fastest time while gathering Score Points, Rings and Super Items. The 
game has 3 Regular Zones (2 Acts each) and a Special Stage. Player 
1 moves Sonic through the Zone on the top half of the screen, and 
Player 2 moves Tails through the same Zone on the bottom half. 


GETTING STARTED 


During the Title Screen, use 4/ to select either 
“1 PLAYER, ", “2 PLAYER VS," or “OPTIONS” 
and press START/PAUSE to enter. By selecting “1 
PLAYER,” the game will begin when you press 
START/PAUSE. 


If you enter “2 PLAYER" on the Title Screen, the 
Zone Selection Screen will be displayed. Use 
Control Stick / + Control Pad to select from the 3 
Zones or the Special Stage and press START/PAUSE 
to start the 2 Player VS Competition. 


If you enter “OPTIONS” on the Title Screen, the 
Options Screen of the game will be displayed. Use 
A/V to select “PLAYER SELECT,", “VS MODE 
ITEMS” or “SOUND TEST” and €/ to change 
the settings or to select sounds. See the options 
details below. 


Choose All Kinds of 
Items, or the 
Teleportation item only 
in the video monitors in 
2 Player VS game. 


You can choose a 1 
player game with Sonic 


Press the B Button and 
€/ to change the 
sound number and press 
the A or X Buttons to 
hear the music or sound. 


and Tails together, or 
Sonic Alone / Tails 
Alone 


For “PLAYER SELECT”.and “VS: MODE ITEMS” press START/PAUSE-to 
start the game from the Options Screen, 


SONIC THE HEDGEHOG 2 


EXTRA CONTROLS 


The following game controls are unique to this title. 

* In Metropolis Zone, 
use €/> to turn the 
metal nut up or down 
the screw. 


ein Casino Night Gam 
Zone, hold down the Ee 


Release the Button to F 
spring away = 


* In 1 Player mode, a second player can take control of “Tails” using 
Controller 2. Rings collected by “Tails” are added to Sonic's total. 


@ Present score 

@ Time elapsed 

© Number of Rings 
ga (“Flashes when zero) 
=| © Remaining Lives 


* Game Screen of 
“41 PLAYER" game. 


PLAYER 1 * Split-screen of 
SONIC “2 PLAYER" game. 


r| 
| 
4 PLAYER 2 
res TAILS 


bot + pens 


By grabbing Rings you won't be hurt when attacked by 
an enemy. If you are attacked when you don't have any 
Rings, you will lose one Life. An extra Life is awarded 
when you collect 100 and 200 Rings. Rings collected by 
Tails are also added to your total. 


SONIC THE HEDGEHOG 2 


* STARPOSTS 
By touching a Starpost, your present score and time will 
be recorded. If you lose a Life, you will return to the last 
Starpost you touched. 
Touch a Starpost while holding 50 Rings or more and # 
you'll see a Star Circle spinning above it. Jump in to enter ga 
a Special Stage (See below). 


e SPECIAL ITEMS 
Smash open the video monitors with Spin Attack to get Special Items. 


) Super Ring: Earns you 10 Rings at once! 
Power Sneaker: Makes you run super sonic fast! 
1-Ups: Gives you an extra Life. 


= Invincible: Keeps you safe from enemy attack for a short time 
#4 (but won't protect you from other obstacles). 


™H Shield: Prevents you from losing Rings or being hurt when 
ie] attacked once only (but won't protect you from other 
#) obstacles). 


: SPECIAL STAGE 


This is your chance to collect a Chaos Emerald. 
Speed around the chute, picking up as many 
Rings as you can, Sidestep or jump over the F 
bombs to stay in the race. If you finish the Stage, 
you will receive a Chaos Emerald and return to the 
Star Post on your original Zone. 


SONIC THE HEDGEHOG 2 


Compete to obtain the highest score 
and to clear the Act in the fastest 
time. When one player finishes, a ee 
timer will count down from 60 # 

seconds (see right). The other player | 
must finish within 60 seconds. 


© SPECIAL ITEMS 
Break open monitors to receive a mystery Special Item. 
The Special Items are revealed when they pop out. 


The face you see on a 1-Ups Item is the 
character that receives it, regardless of who 
uncovers it. 


Watch out when you see Robotnik's face! You will lose all of 
your Rings that you have collected. 


When “Teleportation Only” is selected on the Options 
Screen (of this game), Sonic and Tails will switch places 
whenever a monitor is smashed. 


Jump on levers, hang from vines, use the Spin Attack to find hidden 

items. 

* In the Special Stage, don't move too fast or you may miss the Rings! 

* In 2 Player VS Competition, concentrate on your own screen. 
Regardless of the end time, you can always win by collecting Rings 
and Special Items to improve your overall score. 

* You can Continue once for every 100,000 points after “GAME 

OVER." Press START/PAUSE before the timer expires during the 

Continue Screen. 


Dr. Robotnik's “Death Egg” has lost its ability to fly after 
crash landing on the Floating Island, and only the power of 
the Chaos Emeralds can repair his ship. To obtain these, he 
tricks their guardian Knuckles the Echidna convincing him that 
Sonic and Tails are really his enemies... 


SONIC THE HEDGEHOG 3 


¢ GAME OBJECTIVE 
Dodge Badniks and traps set by Knuckles, collect Rings, and uncover 
Chaos Emeralds as you guide Sonic and his sidekick Tails through 6 
different Zones on the trail of the deranged scientist Dr Robotnik. 


© 2 PLAYER MODES (SIMULTANEOUS COMPETITION) 
Each player can control Sonic, Tails or Knuckles and compete in 
splitscreen mode. Characters are selected at the start of the game. 
There are five 2 Player Zones, and in each you must complete 5 circuits. 


During the Title Screen, use 4\/¥ to select either 
“1 PLAYER" or “COMPETITION” and press 
START/PAUSE to enter. 


After selecting “1 PLAYER” on the Title Screen, you will enter the Game 
Save Feature Screen if a Memory Card is inserted. The Game Save 
Feature allows you to store up to 6 different game files. Each game you 
save will be stored in one of the 6 Game Save Windows. 


During the Game Save Feature Screen, use fee 
€/- to select the Game Save Window. To start 
a new game, select a window labelled “NEW” 
(initial format) and use #/W to select your 
character(s). If Controller 2 is connected, select 
Sonic and Tails for 2 Player mode. 


To play without saving the game, select the “NO SAVE” window. 

To delete a game file, select Dr. Robotnik on the far right and press the 
B , X Buttons or START/PAUSE. Then confirm the file you wish to delete. 
If you complete a game and collect all the Chaos Emeralds, you can start 
games in any Zone by using 44/ from the finished window. 


SAVING GAME FILES 
To save a game data for Sonic the Hedgehog iiaiteniaaaemmeiaaiil 
3, press the Z Button anytime during z 
gameplay and.select “Save & Exit". 


SONIC THE HEDGEHOG 3 


EXTRA CONTROLS 


The following game controls are unique to this title. 

¢ Press the A, B, or X Buttons while Sonic is jumping to generate a 
temporary shield. 

¢ Press the A, B, or X Buttons twice to make Tails fly, or swim when he's 
in water. Use this to help Sonic by airlifting him out of danger, or to 
otherwise unreachable areas. 


GAME SCREEN 


@ Present score 

@ Time elapsed 

| © Number of Rings 
(*Flashes when zero) 

© Remaining Lives 


* Game Screen of 
“4 PLAYER" game. 


“EL Split-screen of 


“COMPETITION” 
game. 


e RINGS 
By grabbing Rings you won't be hurt when attacked by 
an enemy. If you are attacked when you don't have any 
Rings, you will lose one life. Rings collected by Tails are 
also added to your total, which can later get you extra 
Lives and bonus points. 


*¢ STARPOSTS 
By touching a Starpost, your present score and time will 
be recorded. If you lose a Life, you will return to the last 
Starpost you touched. 
Touch a Starpost with 50 Rings or more and you'll see a 
Star Circle spinning above it. Jump in to enter a Bonus 
Stage (See P.23). 


SONIC THE HEDGEHOG 3 


© SPECIAL ITEMS 
Smash open the video monitors with Spin Attack to get Special Items. 


Z fon Super Ring: Earns you 10 Rings at once! 
E Es 


Invincible: Protects against harm from Badniks for a short 
period. Some moving objects are still harmful though. 


% Flame Shield: Protects from a fire attack, and by leaping into 
#q the air and pressing the A, B, or X Buttons, Sonic can perform 
a mid-air Fireball Spin Dash. 


Water Shield: Breathe underwater and by leaping into the air 
and pressing the A, B, or X Buttons, Sonic can bounce along 
| like a ball. 


Lightning Shield: Turns Sonic into a Ring magnet, and 
protects against electric and energy ball attacks. Use the A, B, 
or X Buttons in mid air to perform a double jump. 


Power Sneaker: Helps you run super sonic fast! 
) 1-Ups: Gives you an extra Life. 


% Robotnik: DANGER! Causes the same damage as a Badnik 
@ attack! 


SPECIAL STAGE 


Every Act has a hidden room with a giant Ring. 
Leap into the Ring to teleport to the Special 
Stage. This is your chance to obtain a Chaos 
Emerald. Collect the blue spheres and avoid the } 
red ones. When you've collected all the blue 
spheres, a Chaos Emerald will appear. 


SONIC THE HEDGEHOG 3 


BONUS STAGE 


To find the Bonus Stage, collect 50 or more Rings 
during an Act, touch a Starpost and then leap 
into the tiny stars that appear. In the Bonus 
Stage, grab extra 1-Ups, Special Items, and Rings 
by turning the crank of the Gumball Machine. 


COMPETITION GAMES 


After selecting “COMPETITION” on the Title 
Screen, you will enter the Competition Selection 
Screen. Use #9/ to select the menu items as |x. 
detailed below, and use €/> to choose [ae 
whether or not to have Special Items in the F 
game. 


Press the A Button to return to the previous screen. 


(GRAND PRIX MODE | Race through all 5 Zones. 
(TIME ATTACK One-player practice mode. 


PLAY TIPS 


¢ Look out for secret hidden areas. Walls with different patterns can 
sometimes be smashed through using the Spin Dash attack. 

¢ Be prepared for underwater travel. Jump into giant air bubbles to 
breathe. Stay in the water too long and you will lose a life. The water 
shield allows Sonic to breath until it breaks. 

* Jump towards end of Act markers before they land and a Power-Up 
may appear. 

* Throughout the game, don't let Tails get stuck in passageways or 
traps. Have him activate Starposts or enter Special Stages as quickly 
as possible. 

* Some traps take advantage of Sonic's ultra-fast speed, and some are 
impossible to escape from. When Sonic is flashing don't let him travel 
too fast. 
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Original Release 


Having blasted Robotnik’s “Death Egg” to smithereens, Sonic 
is determined to find the Emeralds hidden on the Floating 
Island, but Knuckles is equally determined to stop him by all 
means available. While they're going the rounds with each 
other, who will stop Dr. Robotnik? 


SONIC & KNUCKLES 


¢ GAME OBJECTIVE 
Help Sonic or Knuckles to collect Rings, avoid Badniks and escape 
traps as Dr. Robotnik attempts another dastardly plot to take over the 
world. You have 10 minutes Game Time to clear each Act. If you go 
over 10 minutes, a “TIME OVER" message will appear and you will 
lose one Life. 


During the Title Screen, use 44/ to select either 
“SONIC” or “KNUCKLES" and press 
START/PAUSE to begin the game. 


The following game controls are unique to this title. 

e Press the A, B, or X Buttons while Sonic is jumping to generate a 
temporary shield. 

¢ While Knuckles is jumping, hold down the A, B, 
or X Buttons to glide through the air and use 
€/ to control the direction of glide. You can 
use this move to attack opponents. 

¢ Knuckles can perform a wall climb by jumping towards@ 

a vertical surface and pressing the A, B, or X Buttons 


@ Present score 

ej @ Time elapsed 

#4 © Number of Rings 

oP (*Flashes when zero) 
© Remaining Lives 


SONIC & KNUCKLES | SONIC & KNUCKLES 


ITEMS & OBJECTS PLAY TIPS — 


« RINGS e¢ GLOWING SPHERES STAGE 
By grabbing Rings you won't be hurt when attacked by Sonic is stuck to a magnetic sphere. Roll to Le 
an enemy. If an enemy attacks when you don't have any the top before jumping to a higher one. Use | 
Rings, you will lose one Life. Collect 100 Rings to get an the flippers to help you, and watch out for | ~ 
extra Life, and 50 Rings during a 3D Special Stage or the force field creeping up from below! pe 
Bonus Stage to get a Continue (See below and P.27). 


¢ STARPOSTS 
By touching a Starpost, your present score and time will 
be recorded. If you lose a Life, you will return to the last 
Starpost you touched. Touch a Starpost with 50 Rings or Pi 
more and you'll see a Star Circle spinning above it. Jump 
in to enter a Bonus Stage (See below). 


¢ SLOT MACHINE STAGE 
Collect Rings when the tumblers roll. Jump 
towards the centre to stay in this Stage. 


¢ SPECIAL ITEMS 
Smash open the video monitors with Spin Attack to get Power-Ups. 
For details of the Special Items for this game, please refer to the 
Special Items section in Sonic the Hedgehog 3 (See P.22). 


3D SPECIAL STAGE 


Every Act has a hidden room with a giant gold gam 
Ring. Leap into the Ring to teleport to the 3D 
Special Stage. This is your chance to obtain a E 
Chaos Emerald. 


Collect the blue spheres and avoid the red ones. 
Look for square formations among the blue 
spheres, and by grabbing the spheres around the edge, all inner spheres 
will turn to Rings. When you've collected all the blue spheres, the Chaos 
Emerald will be yours. Collect 50 Rings in this Stage to get a Continue. 


BONUS STAGE 


Collect 50 Rings, activate a Starpost, and leap into the tiny § 
stars that appear above to enter a Bonus Stage. The amount | 
of Rings you are holding determines which Stage you go to. | 


SONIC 3D FLICKIES' ISLAND 


¢ GAME OBJECTIVE 
Defeat the enemies and rescue the Flickies by bringing them back to 
their own dimension through the Giant Rings! Jump on or Spin Dash 
into a robot to free the Flicky inside. Once freed, move past them to 
attract their attention and they will follow you obediently. Take care 
though as they tend to scatter when Sonic is attacked by enemies. 


Fl 


GETTING STARTED 


¢ OPTIONS MENU 
Press START/PAUSE during the Title Screen to 
display the the Options Menu of this title. 
Use @/ to select either “START”, 
“CONTROL” and “SOUND TEST” and press 
START/ PAUSE to enter. 


Set the game controls in “CONTROL.” Press the B or X Buttons to 
toggle between the two settings. Press START/PAUSE to enter the 
setting. 


Note that the keys (“A," "B," and “C") represents the MEGA DRIVE ™ 
keys, and not the NINTENDO GAMECUBE CONTROLLER Buttons (see 
P.6 for Controller Configuration 


Select “SOUND TEST” and listen to the BGM (music) and SFX (sound) 
from this title. Use #4/W to select “BGM” or "SFX" and use w/v to 
change the track number, then press the B or X Buttons to play. Press the 


Original Release A Button to stop the BGM. 


Sonic travels to Flicky Island only to find that Dr. 


Robotnik has turned the mysterious birds known as P 5 : 
Flickies into vicious robots! Help Sonic to rescue his Select “START” and press START/PAUSE to begin the game. 


friends and foil the deranged scientist's fiendish plot. 
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¢ PROLOGUE SCENE 

When you start your game, the prologue scene 
will play. Press the A Button to move on to the 
next scene. Press START/PAUSE to skip the 
whole prologue scene and begin Zone 1. 


SONIC 3D FLICKIES' ISLAND 


tc Pati mma A ain: On OOS 
GAME CONTROLS 


The following set of default controls is unique to this title. 


* Use the B or X Buttons to jump and Spin Attack. 

* Hold down the Control Stick /+ Control Pad to move faster (dash), 
and press the reverse direction to brake quickly, 

While standing still, hold down the A Button to spin, and release to 
perform a Spin Dash. 

While moving, press the A Button to move freely while spinning and 
attack enemies. 


@ Number of Rings 
(*Flashes when zero) 

| @ Remaining Lives 

B)) © Flicky Counter 

(*Lights up when found.) 


__ ROBOTS & FLICKIES 


Spin Attack or Spin Dash into a robot (top) to break it open 
and release the Flicky that is trapped inside. After the Flicky is 
free, run past it to attract its attention. The Flicky then will 
follow Sonic obediently (bottom). When Flickies are 
following, they can help you get items in places that are 
tough to reach. 

If Sonic gets hurt by a robot, the Flickies following will scatter 
so try to pick them up again. 


ITEMS & OBJECTS 


° RINGS g 
Collect Rings to protect you from enemy attack and 
increase your score. Grab 50 Rings or more to gain access 
to Knuckles and Tails Bonus Stages. 


Wares 


SONIC 3D FLICKIES' ISLAND 


© SPECIAL ITEMS 
Smash open the video monitors with Spin Attack to get Special Items. 


ae) Rings: Earns you 10 Rings at once! 
A 


Shields: Blue Shields protect against regular and electrical 
damage. Red Shields protect against regular and fire damage. 
Gold Shields protect against enemy attacks and enable Sonic 
to perform Blast Attacks! Press the jump Button twice to 
home in on the enemy! 

m) Sonic Icons / Extra Life : Collect 10 Icons to earn 
a Continue. Extra Life can be found inside the 
video monitors or the Bonus Stage if you collected 
all 7 Chaos Emeralds. 


¢ SPRINGS AND TRANSPORTS 


Use Springs to jump k AALS 
from one place to f* 
another. You can also 


Transports move 
Sonic up and down 
levels. Use the Spin 
Dash to activate 
some Transports. 

Springs. 


¢ CHAOS EMERALDS 
When you have 50 Rings or more, find Tails or Knuckles 
and they will transport you to a Bonus Stage where the 
Chaos Emeralds can be found. 


¢ DIMENSION RINGS 
Jump and grab the red part of the Dimension 


Ring whenever Sonic has Flickies following ge Ee ae Se 2. 
him. It will transport them back to the safety K eZ z Sr ye 
f their own dimension. gf EO > 
See >) are 
FL Ps 


The deranged scientist Dr. Robotnik is once again turning the 
animals of Mobius into robots using his monstrous 
contraption the Veg-O-Fortress. Only Sonic can penetrate the 
pinball defence system, free the animals, collect the Emeralds 
and put a stop to his fiendish plan. 


SONIC THE HEDGEHOG SPINBALL 


¢ GAME OBJECTIVE 
Using Sonic as a pinball, work your way up through the Veg-O- 
Fortress uncovering concealed passageways, collecting Emeralds and 
avoiding deadly traps. Up to four people can take turns to control 
Sonic in this thrill packed adventure. 


GETTING STARTED 


e TITLE SCREEN 

During the Title Screen, use 49/ to select either 
“START” or “OPTIONS" and __ press 
START/PAUSE to enter. 

For multiplayer game (alternating play) game, 
change the number of players in “OPTIONS.” 


¢ OPTIONS MENU Be 
In the Options Menu, use #%/® to select 
different menu items. Use €/> to change 
settings and press START/PAUSE to return to 
the Game Menu to begin your game. 2 
Note that the keys (“A," “B," and “C") for 
FLIPPER represents the MEGA DRIVE™ keys, ~ 
and not the NINTENDO GAMECUBE CONTROLLER Buttons (see P.5 for 
Controller Configuration). 


The following set of controls is unique to this title. 


_ PAUSE GAME 

MOVE SONIC 

~ JUMP (ON GROUND) 
SPIN DASH 

TILT LEFT FLIPPER 

TILT RIGHT FLIPPER 

TILT BOTH FLIPPERS 
TILT SHAKE (BONUS ROUND) 


When Sonic is in flight, move him left.and right with the Control Stick / 
+ Control Pad for better position when he hits a bumper or target, or 
when. he's falling. back.towards the drain. bumpers or flippers. 


SONIC THE HEDGEHOG SPINBALL 


= aoe oe 2 a a 
The Status Strip at the top of the screen shows 
the following information at various stages of 
the game. 


Player Numbers and Lives: Shows current level, who is playing and the 
number of lives remaining. Sonic starts with 3 lives. Reach 20,000,000 
points and gain an extra Life. 

Emeralds: Shows the number of Emeralds remaining in each level, and 
how many times an obstacle needs to be hit before opening a path to 
the Emerald. 

Urgent Orders: These messages need a quick reaction! 

Loop Successes: Shows how many loops you've completed. 

Score Update: Shows your current score. 

End totals and Bonuses: Shows the total score for loops, Rings and time 
at the end of a level. 

Sonic Status: “Too Baaad," when you get another shot at the level. 


GAME STRATEGY 


Each level has a number of Chaos Emeralds you must collect before 
confronting the boss robot and completing the level. A variety of 
hatchways and other obstacles stand between you and the Emeralds. 
These can only be passed by flicking hidden switches, and by repeated 
Sonic attack force. 


Follow the directions marked in the background 
to make sure you hit the right spots. 


} z 2 


# With the blockages cleared, follow the path to 
q find the Emeralds. 


SONIC THE HEDGEHOG SPINBALL 


When all the Emeralds have been gathered, @ 
Sonic must destroy the level boss. 


At the end of each level, there is a Bonus Round. g 
This is a game of regular pinball and you have 3 
balls to play. 


PLAY TIPS 


¢ Launch Sonic by tilting both flippers together with the x Button. This 
is a safe and easy tactic for beginners. 

¢ Watch out for lights and arrows showing important spots and routes 
in the background. 

* Catch Sonic on the flippers by holding them up as he enters the Alley 
Ramp. This way you can aim him more accurately. 

* To shoot straight up, fire when near the hinge of a flipper. To launch 
at an angle, let him roll towards the tip first. 

¢ Don't forget to watch the Status Strip for extra gameplay hints! 
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ROBOTICS 


MAGHINE 


Dr. Robotnik is changing the jolly folk of Beanville 
into devious little robots that will help rid Planet 
Mobius of music and fun forever. Group the beans 
together to help them escape while working your way 
up to the wilier henchbots. 


DR.ROBOTNIK’S MEAN BEAN MACHINE 


¢ GAME OBJECTIVE 

Remove the beans by stacking 4 of the same coloured beans 
together. Attack your opponent by creating chain reactions, but 
watch out for counter-attacks! 

Beans drop from the top of the dungeon in pairs. When 2 beans of 
the same colour touch, they will link. When 4 or more beans are 
linked together, they disappear from the dungeon. Try to arrange the 
beans into groups as they drop to prevent them from overfilling. 


GETTING STARTED 


¢ DEMO SCREEN 


Ps rcs 


a 


Wait a few seconds during the Title Screen to 
see Dr. Robotnik's explanation of his goals 
followed by a comprehensive demonstration of 
the game. Press START/PAUSE to bring up the 
Title Screen. 


a 
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GORETS SESS GTS 


¢ GAME MENU 
Press START/PAUSE during the Title Screen to 
enter the Game Menu. Use 4\/® to select 
different menu items and press the A, B, X ‘Luccisevere 
Buttons, or START/PAUSE to enter. , 


(SCENARIO MODE ) (_ Play against Robotnik’s henchbots! 
(AP VS.2P MODE ) (_ Simultaneous play against a friend! +) 
(EXERCISE MODE ) ( A practice mode against the timer. 
(PUGS =) 8 Change various game settings. _ J 


OPTIONS 


In the Options Menu, use #/ to select 
different menu items. Use €/ to change 
settings and press START/PAUSE to return to the 
Game Menu to start your game. 


DR.ROBOTNIK’S MEAN BEAN MACHINE 


° KEY ASSIGNMENT 
Customise the game controls of the Controller. 
Note that the keys (“A," “B," and “C") displayed on the Option 
Menu represents the MEGA DRIVE ™ keys, and not the NINTENDO 
GAMECUBE CONTROLLER Buttons (see P.5 for Controller 
Configuration). 


¢ VS. COM LEVEL ¢ 1P VS 2P MODE 
Set the difficulty level for Choose the number of games to 
Scenario Mode. include when playing a friend. 


¢ SAMPLING © INPUT TEST 
Test to make sure your Controller 
Buttons are set-up correctly. 


Turn off certain sound effects. 


The following controls are common to all 3 Modes. 


PAUSE GAME 
MOVE BEANS 
SPEED UP DESCENT 


ROTATE COUNTERCLOCKWISE 
ROTATE CLOCKWISE 


¢ SCENARIO MODE 
During Scenario Mode, your dungeon will appear on the left side of 
the screen while your opponent's (CPU) dungeon appears on the 


3) @ Next Pair of Beans 

@ Current Stage 

4 © Opponent (Henchbot) 

4 =Check your progress from the 
| _ robot's expression. 

4 © Scores 

4 Top: yours Bottom: opponent’s 


SON 


*Note that your dungeon will appear on the right side of the screen if 
you play Scenario Mode with the Controller connected to Controller 
Socket 2. 


DR.ROBOTNIK’S MEAN BEAN MACHINE 


¢ 1P VS 2P MODE 
During the 1P VS 2P Mode, Player 1's dungeon is on the left side of 
the screen and Player 2's dungeon is on the right. 


rid 


2) @ Next Pair of Beans 

4; @ Games Won 

4 Left: Player 1 

4 ~—«ERight: Player 2 

H © Scores 

®, Top: Player 1 Bottom: Player 2 


GSO ea 


e EXERCISE MODE 
During the Exercise Mode, Player 1's dungeon is on the left side of 
the screen and Player 2's dungeon is on the right. 
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** ieee) @ Next Pair of Beans 
4) @ Current Levels 
Left: Player 1 Right: Player 2 
© Has Bean 
Occasionally drops into your 
dungeon to help save Beans. 
O Scores 
Top: Player 1 Bottom: Player 2 
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+. PRESS! 2P 
START BUTTON 
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Link 4 or more Beans of the same colour to make them disappear from 
your dungeon. Link them vertically, horizontally, or in clumps. 

If you drop a pair of beans horizontally on an uneven surface, any Bean 
left hanging will drop to the lowest point of the column. 


e REFUGEE BEANS 
Refugee Beans will drop into the opponent's 
dungeon whenever a player successfully 
releases a group of Beans. Refugee Beans p 
cannot be linked to any colour, and-can only fg 
leave when neighbouring beans disappear. ff 


DR.ROBOTNIK’S MEAN BEAN MACHINE 
A 


Check the top of your dungeon for advance warning of how many 
Refugee Beans will drop (See below). 


One Small Clear Bean: One Refugee Bean. 
One Big Clear Bean: Six Refugee Beans. 


One Big Red Bean: Thirty Refugee Beans and big trouble! 


The Greater the number of Beans that vanish (especially in a chain 
reaction), the greater the number of Refugee Beans will drop into 
your opponent’s dungeon! 


¢ arn points when your Beans vanish. The bigger the chain reaction, 
the more bonus you can earn! 

* Earn points by speeding up the descent rate of the Beans falling into 
your dungeon. 

¢ Ifyou win a game within a certain amount of time in Scenario Mode 
(110 seconds for a normal game), you receive a special Time Bonus 
for each second remaining. 


If you've achieved a high score by the time you gay 
end the game, a High Score Screen will be 
displayed. Use #¥/ to select the letters and 
press the A, B, or X Buttons to fill in the next 
letter of your initials (up to 3 letters). Use € to 
return and correct any mistakes. 


PASSWORD 


A password appears when you win a Stage in Scenario Mode. Use this 
password to start future games from the next Stage up. 

First choose Scenario Mode from the Game CFU OGLE. 
Menu, then select “CONTINUE.” When the Ropkccnohoe 
Password Screen is displayed, use €/> to pig alae bag Ae 
highlight the type of Bean you want to fill in the 
space and press the B, or X Buttons to enter the a2 s 
Bean into the password, Use the A Button or Bi ao ex, eo 
select the backward arrow to retum and correct, Sebastes 

any mistakes. When you are finished entering your password, press 
START/PAUSE or select END and. press the B, or X Buttons, If your 
password is incorrect, a buzzer will sound. 
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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO” HARDWARE SYSTEM, GAME DISC OR 


AWARNING - Electric Shock 


To avoid electric shock when you use this system: 


ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING - Seizures 


anL.whr — 


Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Loss of awareness 
Disorientation 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


AWWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours, 
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord, 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness, If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AXCAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


lf the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play, 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


L Button R Button 


a M4 


Stick C Stick 


This official seal is your assurance that Nintendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value, Always look for this seal when 

buying games and accessories to ensure 


complete compatibility with your 
Nintendo product. 


1-4 Player 
Simultaneous 
THISGAMEREQUIRESA 
&@ MEMORY CARD FOR SAVING 
GAME PROGRESS, SETTINGS r 
by OR STATISTICS. 
‘ar 


NEED HELP PLAYING A GAME? 
You can our web at www.nintendo.com for game play é nce. 

For aut ated game play tips and new all Nintendc er Line at: 1-425-885-7529 
This may be a long distance call, so plea k permission from whomever pays the phone bill 
Rather talk with a game counselor? 
1-900-288-0707 1-900-451-4400 
J. 1.50 per minut ’ é 

to 9:00 p.m.; SUN., 6 


sbtain parental perm 


THIS PRODUCT HAS BEEN RATED BY THE 
ENTERTAINMENT SOFTWARE RATING BOARD. FOR 
INFORMATION ABOUT THE ESRB RATING, OR TO 
COMMENT ABOUT THE APPROPRIATENESS OF THE 
RATING, PLEASE CONTACT THE ESRB AT 
1-800-771-3772, OR VISIT WWW.ESRB.ORG 
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a ENTER THE FRAY fh 


a The object of Super Smash Bros. Meleeis Opponents with a high damage 


$ vm to attack your opponents and send them percentage fly farther when struck! 
5 flying from the field of battle. ! 


Nw 


The distance enemies get sent flying is proportional to the amount of 
damage they have taken. Try to raise your foe's damage percentage as 
high as possible before attempting finishing blows. 


«ow, it is hard to 
send opponents 
flying. 


As long as you can make it back to the 
Stage, it doesn't matter how far you've 
been sent flying away. 


When an opponent smashes you and sends you soaring, don't give up! 
You can sometimes use your midair jump and & Special Move to 
cover ground and return safely to the playing field. 


When you're sent flying... 
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..use a powerful Smash 
Attack to blast your 
opponent off the screen! 


Shield 


(+@) Grab 


START/PAUSE 


Pause 


Control Stick 


Move, Jump 
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* Additional control instructions can be found on later pages. 


Use the Control Stick to move and the @) and @ 
Buttons to attack. 


Z Button 


Grab an enemy 
(You can also press @@& + @ or 
rR a @ simultaneously to grab.) 


Y Button/X Button 


A Button 


———— 


B Button 


Use Special Moves 


For information on 
individual Special 
Moves, see pages 36-43. 
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“BASIC MOVES 


a aE 


Tilt the Control Stick in the direction you want to move. Tap the 
Control Stick to dash andjump. 


| Tap the Control Stick 


up or press @® or \ ] 
to perform a midair 


Control Stick Information 


/ | 


f 


Perform Standard Attacks by using the ® Button by itself or 
in combination with the Control Stick. 


Standard Attack 


dard Combo 


+@ + @ 
Tilt the Control Stick Tap the Control Stick 


for mighty Smash 
for Strong Attacks. Attacks! 


Press @ while dashing to le 
perform a Dash Attack. 


Smash Charge 


Press and hold @ when performing a Smash Attack 
to start charging up energy. Release G to unleash 
a charged Smash Attack. The longer you hold the A 
Button down, the stronger the charge will be. 
However, there's a limit to how long you can charge 
a Smash Attack, and once 
you reach that limit, your 
character will automatically 
release the attack. 


Continued on Page 12. 1 1 


Midair Attacks Are Possible in All Directions! 


Perform attacks in midair by pressing ®. Use ® in combination 
with the Control Stick to attack in any direction, 


Midair Attack: Up 


Midair Attack: Neutral 


Characters can grab the edges of platforms in Super Smash Bros. 
Melee. Grabbing edges and climbing up them is a fundamental part of 


traversing terrain and successfully performing recovery moves. 


When hanging from 
an edge, press 


to climb up. 


You can jump or attack as you are climbing up edges. 
Practice both techniques and use them strategically. 


Perform Special Moves by pressing @) or by pressing @ and the 
Control Stick. When performed properly, Special Moves produce 
attacks that are unique to the character being used. 


Each Character Has Four Special Moves 


Egg Throw 


The longer you hold @ , the 
farther you'll throw the egg. 
Use @ to direct the angle 
of the toss. 


Press 68 to wind up , and 
@ again to punch! 


Mario Tornado 


| @& 


Boomerang 


Hold @ for a greater throw 
distance! Tilt @ up or down 
on release to set a high or low 
flight pattern. 


Press ( repeatedly at the 
beginning of the technique to 
send Mario spinning skyward. 


M % 


Each character has four different Special 
Moves. See pages 36-43 for more details. 
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Defe rield | CD or AD (+ (-) ) 
=o a Sa 


Press @@& or M2 to shield and deflect enemy attacks. The 
more you depress the button, the smaller your shield 
becomes. Use your shield to ward off blows and keep your 
damage percentage low. 


Use 4@& or 
| toshield = 


sil ae 
Shields become smaller as they absorb attacks and as 
time passes. If held too long or hit with overpowering 
blows, , leaving the characters stunned 
and momentarily unable to move. 


Use the Control Stick for Advanced Defensive Moves 


Tap @ while shielding to perform some nifty defensive maneuvering. 
_ With practice, you will nimbly sidestep incoming attacks or even circle 
around enemies like a matador! 


Roll Backward Shield 


v4 
P \ ad + <Q) ris 
‘ or or 
ah+ a 


Roll Forward 


ien:° 


Ifyou press 4% or @2® in midair, you'll perform 
an Air Dodge. With the Control Stick, you can even 
Air Dodge in any direction. 


When you're close to an opponent, press 
a&+ @ or A&+ @ toreach 


out and grab him or her. Once you've got 


an enemy in your 
clutches, you can 
attack him or her by 
pressing @), or use 
the Control Stick to 
hurl your foe away. 


_ Button ON, After the Super Smash Bros. Melee title 
screen appears, press START/PAUSE. 


Insert the Nintendo GameCube Game Disc and a 
_ Nintendo GameCube Memory Card (sold separately) 


into the console, close the cover and turn the POWER 


a 
| 


* Insert the Memory Card into Memory Card Slot A. 
* To save Game Data, the Memory Card must have 
eleven (11) blocks of space open. 


@ To save Snapshots in Camera mode, you'll need additional blocks (see 
page 33), It's best to insert a Memory Card with a large number of empty 
blocks in slot B. 


*Before beginning play, follow the on-screen instructions 
and create a file for this game on the Memory Card. (If there 
is already a file, all of your game progress will be saved to it 
automatically.) 

@ Follow the on-screen instructions for saving Snapshots. 


* Game Data is saved during game play. Do not remove the 
Memory Card during game play. 


CORON waa 
| Cie eS | 


* When finishing game play, it is recommended that you 
return to the title screen before turning the power OFF. 


and Adventure. 


There are two unique one-player modes ready to play: Classic 


| Getting Ready to Play 


Move the cursor with the 


| Step One _/ Selecting Characters 


Control Stick then press @) 


to pick up your game token, 
Place the game token on the 
character you want to play, 
and press (i) again to 
select that character, After 
you have chosen a difficulty 
level and number of lives, 
press START/PAUSE. 


Pome 
rece 4Q@e & 


milan econe o000t ve 
~wicwscene 000000000 


Place the cursor on 
4>andpress @. 


Difficulty Levels 


There are five difficulty 
levels: Very Easy, Easy, 
Normal, Hard, Very Hard 


Difficulty/Stock 
Settings 


Individual Character 
High Score 


Total High Score 


Stock Setting 


The number of 
lives you have can 
be set to between 
one and five. 


V 


On the character select screen, use _ e <= SINS. SiG, ines Sat ener sic _— 
@ or e to change the color of | | owt el ereenccalicnaeesian 
your character’s outfit. =e Serer eee 


opponents, as well as aa re . i > ‘Ss 
a =aee ape 8 
! Starting the Game battle whole armies of Cio Got Mario — AP Team tase 


ie ii 
enemies. 
©» Classic | 
In Classic mode, battle } 
GD Adventure intro Screen 
your way from stage to 
stage by either fighting This mode is a mix of VS. battles and 
computer-controlled side-scrolling action. Regardless of the 
characters or clearing © “éa* setup, however, the goal remains the 
special bonus stages. Kirby ff Merlo same—clear the stage and move on! 
On VS. stages, you VS. Stage Screen 
have to defeat (KO) 
As you travel towards 
computer-controlled : your goal, cha 
to the next stage. block your way. Avoid 
them, attack them...do § 5 
‘ | whatever it takes to get ee o 
| by them and move on! baa aan ah 


neem 


' P1 Damage 
| 
Time Remaining 


4 There are some areas that you won't be able to move 


There are three types of 

bonus stages.You'llbe | past without KO’ing the enemies that block your path. 
awarded bonus points if | Use all of your fighting " 

you can successfully skills to smash them 

complete te miesions and continue. 

on these stages, 


| 
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Three / Clearing Stages Event Match 


These special situation matches take place on various stages. There is no set 


You'll receive awards with corresponding bonus points after eicik dex clase tint an tty to claar thensincee fie 


clearing stages in any Regular Match mode. 


| | Time Remaining 
Bonus 
Total Bonus 


———, 
ne 
Coins Earned 
(See page 45) 
The Time Remaining Bonus corresponds | | The Damage Bonus is based on the The selected event's Wr 2 
high score and fon tower Worcs Character Name 
to the speed with which you clear the amount of damage you dish out. The explanation. [Mustiroom Kinedou clashl ‘ 
level. The faster you clear the level, the more you punish your opponents, the 
higher the bonus you receive. higher your bonus is. 


Stage Clear Screen 


STAGK CLEA 


a ————} 


| Getting Ready to Play 


. Selecting an Event 


a | 


DAMAGE 
12700)) 


Cleared Events: 
Any event you have 


cleared will have a 
next to it. 


WV The character you use is set on some events and left to your 
Special Bonus preference on others. On the events where you choose your 


r After clearing a stage, you may receive some Special Bonuses that reflect character, the Character Select screen appears once you have 
your performance. Here are three examples of Special Bonuses, i confirmed your event choice. 


| Step Two _/ Starting the Game | _ 


This is awarded when If you hit with every attack © Successfully attack with all 

you KO an opponent that you attempt, you'll ground techniques to receive 

iat cotati HeAlGuad eat Not all Event Matches are as simple as 
defeating your opponent. Some of the | 
matches have additional conditions or 


" 
There are a ton of Special Bonuses for you to collect! 
goals that must be met. Don't forget to 


If your stock reaches zero during the game, the Continue * check the éxplanatich before you begin! 
screen will appear (see page 45). If you 
choose YES, you'll continue from the last 
level you played. Choose No to end your 
game and return to the 1-P Regular Match 
menu screen. 


y After you clear a set number of Event Matches, 
a new set of Event Matches will open up. How 
many Event Matches could there be? 


Stadium contains a number of special games with unique sets 
of rules. 


There are three game options in Stadium: 
Target Test, Home-Run Contest, and Multi- 
Man Melee. Multi-Man Melee contains a 
menu of melees to choose from. 


There are six different melee types to 
choose from, 


Melee Explanation 


You can check the high scores for the 
melee selected on this screen. 


High Score Display 


High Score = This is the high score 
for the player selected. 

Total High Score =This Is the high score 
among all playable 
characters, (This may 
not appear on some 
levels until you have 
cleared it with all the 
available playable 
characters.) 


wee 


| 
OF aiverceses LES 


hd 
oe 


You can enter a name 
in the character 
window, See page 35 


for instructions. 


(> Target Test 


In this game, you have to race the clock 
to destroy 10 specially placed targets. All 
Target Test stages are designed 
specifically to challenge the selected 
character. 


Home-Run Contest 


Your goal in the Home-Run Contest is to 
smack Sandbag around for a few seconds 
and then unload on him with the Home-Run 
Bat to send him flying as far as you can. The 


the bat, the better. 


Multi-Man Melee 


The Fighting Wire Frames are waiting for 
you! Select a melee, check the rules, and 
get ready to take on these mysterious 
goons, 


y Target Test High Score 


If all targets are not Hf all targets are 
broken, the high broken, the high 
score is based on score is based on 
the total number the time # tooK to 
broken. destroy the targets. 


When all available 
characters have broken 
all the targets, the total 
time is also displayed. 


Home-Run Contest high scores are displayed for 


individual characters. 


Need to polish your grabs? Work on attack combos? The Training mode allows 
you to pick an opponent and set some very specific battle conditions for you to 


Select your character by placing Pr over 
the character icon, then select a computer- 
controlled character with @. 


Max Combos 
This is the highest number of 
consecutive hits scored with the selected 
character, See the NOTE! section below 
for more information. 


CPU Character Window 


You can enter a name 
in the character 
window. See page 35 
for instructions on 
entering a new name, 


Set the movement speed 
to various levels including 
x 2 and 1/4, 


Set the items that will 
appear during the 
f course of battle. 


No. of CPUs 


Increase the number of 


Select a stage to play, and press @ to © 

confirm your choice. Once you have computer-controlled 

done this, training will begin. | characters here. You 

can have a maximum of 

| three CPU characters, 
all the same. 


session and display the setup menu. 
Use the Control Stick to alter the 
| parameters of the training session. 


Want to practice against 
an evading enemy? How 
about a jumping one? Set 
the CPU's movement 
pattern to customize your 
training session. Another 
human can also control 
the CPU character by 
inserting an additional 
controller and setting 
movement to Human. 


Selected CPU 
Movement Pattern 


Get a new point of view by 
changing the camera 
setting. Select Free to 
move the camera as In 
Camera Mode, 


CPU Damage 


This option allows you to 
freely set the damage 
percentage for all CPUs 
from 0 to 999. 


Select Reset to set all 
menu options back to 
their original state, 


Select Finish to end your 
session and return to the 
Character Select screen. 


@ame Menus 


Melee is the original Super Smash Bros. standard. See page 34 for 


ee ee eee eee 


Getting Ready to Play 


Selecting Characters | | 


} 


| 


Place your game token 
on the character you 


Je Fie 60 it) Set up your own 
want to play, and press ue 5 battle rules. 
the A Button to confirm 
your choice. 


Switch between Melee | |) 
and Team Battle, 


ae 


Character } 
| Windows 


@® Switching VS. Modes and Setting Rules L 
2 Switching VS. Modes | | 


Rules | 


Place the cursor here and Place the cursor here and press 
®) to display the Custom 


Rules menu. 


¢ 


press @®) to switch between 
Melee and Team Battle. 


The character window allows you to set 
up handicaps, CPU difficulty levels, 
teams, etc. It also functions as a display 
for in-game information. 


o- Player Switch 


Set the character control to Human for players, 
CPU for the computers, or N/A to close a window. 


N/A 


J | |(@ Team Color Switch | (@ Character Name Display | 


Set the level of any participating 
| CPU. The higher the level, the more 


powerful the CPU. 


| ae | 


To set handicap and CPU levels, 
| place the cursor on the indicator, 


press (@ to grab it, and then 
move @)| \€@> to raise or 


\_ lower the level. 


Use this to set teams during Team HMN_ You can enter saved names 
Battle. The three team colors are or enter new names for human- 
red, blue, and green. Hled ct See page 35 
RED oe ~ ae for details. 
(3) Handicap | 6) KO Stars | 
When the handicap rule is turned 
ON on the Custom Rules screen, ee ah elt deca 
the handicap level indicator you have achieved. 
appears in the character window. 
Use the cursor to set a handicap 
level. The lower the handicap, the 
weaker that character will be. : 
1@ —_—cPU Level 


| To select a stage to play on, place the cursoron 
astage andpress @ to confirm your choice. 
The computer will choose a stage if you press 
START/PAUSE on this ees 


a 


* 
T 


The VS, Match game screen varies slightly in appearance 
the rules implemented for that particular match. 


During Coin Battles, 
the number of coins 
earned is displayed 


The time remaining in 
the match, If the time 
~| limit is set to NONE on 
the Custom Rules — 
screen, the time- 
remaining display will 
not appear, 


| or Stock Battles, this 
‘display represents the Me 


Damage Display 


During Team Battle, 
the character icons 
are displayed in the 
color of the team of 
each competitor. 


To quit a match before a winner has 
been decided, press START/PAUSE 
and input the control displayed 
below. No results are displayed for , 
matches ended in this way. 


. 


Maa+ana+fi+ @ 


SSN RY, i 
E ISBPSUEY) ter tne otc The Resuts Seren / After the Match: The Results Screen | the Match: The Results Screen ) 
nit . 


Depend gon the rules used during the match, the Results 
Lo lea vary slightly. 
@ [Match Type Display | 
0 


Number of Coins Earned = AVF AGGIE 


oe 
uv 
1 
9 


Number of KOs 

Number of Falls oe - 
Number of Self-destructs = , en ; a. 
Sen ca co 
Total = KOs - (Falls + Self-clestructs) ie 
In Stock Battles, the time in which you 
were eliminated is shown here. In Coin 
Battles, the total number of coins you 
earned appears instead, 


ciao ~~ Wahio PEACH 


eae | 
Press @ on the Results screen to 
check on secondary info recorded 
during the battle. 


Serer 
—~$ 


a 


View even more 
detailed results, each 


Sis 


cacon 4 ia pLacie mano 


Check to see which players Use 
you KO'd and who KO'd you. —@) 1 — 


V 


All melee results are automatically 
saved, Check Melee Records under 
Data from the main menu to peruse all 
of the recorded melee information, 


listed individually. 


PeakDemest 


- | 


through the results, 


Setting Up Players 


Select characters, enter new names, or load saved names for 
each player on this screen. 


The Tournament Melee is perfect for those times when you have five or 
more people ready to play. Customize the rules (see page 34) to set up a 
melee that is just right for you 


oe ecrerrereciemmnencctenennn, 


[ a Getting Ready to Play | L 


Entering New Names & 
Loading Saved Names 
Choose a name and a character, Place the cursor here and press @ 
cote a a to enter a new 
New! “Load name or load a 
saved name. 
See page 35, 


_ Setting Up Tournaments 
jen ques ions in the order they appear to set up | 
a tournament. The rules and va $ you set may differ depending cae | 
on the type of melee you « hoose in a 


= 


Changing Characters 


Press @ when the cursor is here to 
bring up the Character Select screen, 
Use the Control Stick 
j and the A Button to 
choose a character. 


Press @® or & to 
change the color of 
your character's skin 
or clothing. 


Setup Screen 


Choose the number of entrants, 


Mateh Type | Tourmareent 
Yu, of Comphatents <0 > 
(Entrants on x 


Match Type 
Winner Out /Loser Out 


- ; - No. of Entries 


Change 
Character 


Computer-controlled 


characters can compete 
The Controller to be used by each player is displayed 
here, Please use the Controller that matches your 
character and name. 


Once the player setup has been completed, the 
competition will begin. When there are a lot of 
people playing, be sure that you have the 
Controller that matches your name and character. 


in tournaments, but No. of Players Out 


they cannot take part in 
Winner Out or Loser 
Out melees. 


wa wt Wor cra 


remit iret 


Stage Selection 


perks 


y SOK Gag MANE 


LT Ave 


CPU Level 


Setup Confirmation Screen 


Once you have finished setting up your 
tournament, a confirmation screen, like 
the one shown here, will appear. 


in thia correct? 


Mated Type « Vounonent >) 


Vv For Tournament melees, the Result screen 


No, of Contatenta Cia 

Feit pe : OK Select this to begin player setup. 

Woes ory oe > [ok] ig ‘ 

Stine Solection  <NMERIOMIEED + Option | To customize the rules further, is the same as in standard Melee mode. In 
PU Loval Random oe choose this option. For more on 


rules, see page 34. Winner Out and Loser Out melees, use 


[Redo _ | "you want to begin the setup @) @ to select a character. 


process again, select Redo. 


Ok 


Redo 


Special Melees 


These are matches set up under unique rules. Camera Mode 
lets you take photographs of on-screen action. 


All contestants 
are | Seeiamy as 


Each player starts All competitors 
with an equal appear as if they 
number of health had consumed a 


Poison Mushroom 

and been shrunk 

a to miniscule 
"Proportions. 


points (HP). Ifa 
player’: "s HP 
reaches zero, he 
=A Or she is out. 


_ Super Becdcen Death Fixed-Camera Mode 


There are no 
close-ups and no 
pan-outs here. 


The action is fast 
and furious in 
this melee, where 


all contestants The camera is set 
start out at 300% and will not 
damage. 


move. 


Invisible Melee Lightning Melee 


Now you see'em...well, actually, it's 
hard to see anyone in this suspenseful 
event match. 


Fast, faster, fastest! This mode 
launches everyone into super speed. 


Single-Button Melee Slo-Mo Melee 


All you can use are @ and @ -An 
absolute must for beginners. 


Molasses seems speedy compared to 
the characters in this watch-every- 


move melee. 
32 ie 


Once you've selected a 
Special Melee, you'll need 
to select characters anda 
stage to battle on, The 


selection method is the 


same as in other modes. 


Beginning Melees 


After GO! appears on screen, fight like you 
would in any other match. In Camera Mode, 
follow the instructions below to take photos 
of the on-screen action and save them to a 
separate Memory Card. 


To take photos in Camera Mode, insert a 
Controller into Controller Socket 4. (Try to 


use a Memory Card with as many empty 
blocks as possible in Slot B or a fairly 
empty card in Slot A.) 


Press on the Controller inserted 
into Controller Socket 4 at any time 
during game play to take a photo. 


Use @@D on the Controller inserted frees) 
into Controller Socket 4 to take photos, 


After you have taken a Snapshot, you can press 
@ to save that photo data to a Memory Card. 
Follow the on-screen camera controls to take 
impressive pictures. 


Press a on the Controller inserted 
into Control Socket 4 to save photo data. 


in VS. Mode, you can set up a number of rules to alter the 
flow of cor D ‘itior : ( : 


Bay TCompaty for points buned en KOs) 
rete and Foils in a timad battio, 
pend Retayy © timed battis. | 


|@ Use @)) |€@ tosetthe | |: — 

frequency with which | (GEN ae MO COW Woe NONE) | 
| vail @ . Wen sanel Wr Boluin| aoe 
He @ Use the Control Stick to select i ts 


an item, and press @) to turn 


that item ON or OFF. 


Additional Rules are set up in the 
same manner as all other rules. 


V If you select the area the 
cursor is pointing to in the 
picture below, you'll advance 
to the corresponding Custom 
Rules setup [= = 


Toom mambers con damage 
oach othor 


Entering a New Name 


If you select Random, a name 
will be pulled from the data 
bank and assigned to you. 


[new | Enoranewname. | 
| Arrange saved names in 
List | alphabetical order. 
| Erase a saved name of your 
Erase | choosing. 


If there are more than 24 names 
saved,use @& and a& 
to scroll through the names. 


Use @ to move the 
cursor and ® to 
make a selection. 


If you place a cursor in a character window and press 
@,, all saved names will appear in the window. 


Select the name 
you want to use. 


You can play under an 
existing saved name. 


EEO 


A well-rounded 
hero who. boasts 
a balance 
between offense 
and defense. 


A Po 
excels at clever 
fighting. 


Shoot bouncing balls of fire 
horizontally, They vanish as 
they slow. 


Ng dwing sadn 


you 


Attack opponents while 
jumping or leap to got back 
to the stage. 


Or Japunuy 


Use this ground-hugging 
projectile attack while 


standing or jumping. 


Reflect projectile attacks and 
spin enemies oround. 


Engulf opponents in « high- 
speed spin, Top @ while 
attacking to float up. 


Hold @® to charge up for a 
high-powered attack. 


Call thunderbolts down from 
the sky. They won't pass 
through terrain obstacles, 


The fire flows while you hold 
@ ,, but it weakens over time, 


Spin on the ground to launch 
opponents skyward, or do it 
to get back to the stage. 


Counter enemy attacks by 
blocking them with Toad, 


Use a parasol to float 
gently down from the 
sky or to recover. 


Grab and bite dose enemies 
or slash those who are 
farther away. 


Leap vp and plunge onto 
enemies rapidly with 
considerable force. 


Jump in the air and blast 


opponents with a 
powerful explosion. 


Pluck vegetables from 
the stage and hurl 
them at enemies. 


A princess with 
royal recovery 
abilities. 


CAPTAIN 
FALCON 


Paratyze enemies by swallowing se @ to control speed Release a fiery blow aftera Follow up o quick dash with a 


them and laying them as eggs. and direction. brief charge. powerful uppercut that lifts 
enemies into the air. 


eAig uozje4 


A dinosaur that Hold © for distance and Pound enemies directly or Grab an enemy then propel Perform a sliding kick on the A bounty hunter 
boasts surprising || tit @ to controtits shock those nearby with stars him or her into the air. ground or a diving kick from the || who boasts speed 


jumping prowess. || ‘ection. when you hit the ground, 3 and power. 


Press @® to charge, then - 
again to punch. Press a™ , : Top © 10 fire repeated shots 
: of highspeed Blaster beams, 


An ape with While it doesn't gain much Press @ to deliver this earth- Chor then blast 
ge up power, Reflect projectile attacks hack at | | uses speed to 
overwhelming altitude, this move covers alot shaking move and send nearby off. Also use it to get back to A, been eauted 


of horizontal ground, it enemies skyward. tt can be used 
girth and power. || os steve recovery tn over and over again, the stage, off balance. 


ip psychic boy 
with a distinct 
midair jump. 


|CLIMBERS| 


A mallet-swinging 
_ duo from the icy 
| peaks. 


Hold @ to charge this 
powerful psychic attack. 


Strike yourself with 
thunder to become an 
electrified projectile. 


Hit enemies and items with 
@ pillar of burning flame. 


Absorb enemy energy 
attacks and recover 
health, 


Release sliding blocks of |= Join Nana in this attack for 
ice that follow terrain but & powerful succession of 
bounce off walls. blows. 


Popo throws Nana, who Attack as a pair with a 
attacks enemies and then freezing wind that shoots 
pulls Popo up behind her. out on either side of you. 


Press @ once to swallow 
anenemy, then @) again 
to copy his or her power. 
Press su to discard the 
copied power. 


Soar into the sky, then dive 
down with this cutting move 


Hold @ to charge up 
power, then press @ 
again to fire. Press L,R, 
or % to stop charging, 


Attack with a spinning 
Jump. Also use It to get 
back to the stage. 


that unleashes a shock wave. 


Swing a mighty hammer 
vertically in the air or side- 
to-side on the ground. 


Transform into heavy objects 
and become invuinerabie for 
a brief period. 


Release guided missiles 
ortap (@§> to launch 
powerful direct shots. 


Drop bombs that explode 
after a few moments. Use the 
explosions to jump higher. 


A puff ball that | 
floats through the 
sky and boasts a 


variety of moves. 
TT RR 


A space warrior 
with an arsenal 
of long-range 

projectile weapons. 


AO s,nsAey 
UIO}S ajpeen 
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Reflect projectile attacks or Hold @ ond tilt @ to ; Hold ® then release to 


attack nearby foes. guide the attack. Release throw a barrage of tiny darts. brandish Sheik's Grain. It can be 
@ to unleash it. used for both offense and defense, 


$,e101e4 


A'mysterious 
‘ : yl warrior whose 
A graceful princess || After spinning once, warp in Change into Sheik. Enemy Change into Zelda. Damage | After the signature explosion, moves allow her 
with powerful OSM e TC JM) attacks halt the transformation. percentage before and after the REZ) @© to dicect Sheik’'s warp. || 46 slow across 
transformation remains the same. battlefields. 


PUIM 


magical attacks. 3 ; , 


You may encounter other characters besides the 
ones introduced here. It's up to you find them and 
flush them out! 


IDO 


Bueue 


Hold @ then release for Top \€8> for longer range A new foe has appeared! 
switt, long-range arrow ond tilt up or down to aim it, 
attacks, 


A sword-wielding 
hero who also 
boasts long- 
range attacks. 


Perform this in midair to use Pull bombs out and press the 
your momentum to recover. (to hurl them at enemies, 


Press @ to pick up and to use items. ee) Eilfrophies 


Choose this option to get trophies and view 
your trophy collection. 


Projectile Items Non-Projectile Items 


1 + am +@ or 
> + am+@ Cag q 
(or + @ ) ws 


Get Trophies in the Lottery! 
Use coins earned in battles (see below) to get 


trophies of a variety of different characters from 
Nintendo's storied past. 


Lottery Controls 


“ / @ increase Coins 
§ re g Decrease Coins 
Use all Coins 


Ao) 


(@0on 


Topi 


Recovery Items 


Recover damage. 


Recover up to 50% 
points of damage. 


Oo Pull Lever 


@ Decrease Coins by 1 


Chance of Getting a New Trophy or 


Battering Items This shows the likelihood you will Return to the 
Previous Screen 

get a new trophy. Use more coins to 

improve your chances. 


Hit enemies directly. 


Tilt ¢ in midair to 
float down slowly. 


Projectile Items 


em at enemies. 


Fire multiple shots or Freeze an enemy 
@ powerful charged- temporarily when 
up shot. you hit him or her. 


Turn the Controllers’ built-in Rumble feature ON or 
OFF. You can change the settings for specific 
Controllers or just for specific registered names. 


Change in-game sound settings 
to Stereo or Mono or adjust the 
mix of background music and 
sound effects. 


Turn the game's deflicker 
function on or off. Use the 
setting that looks best on the TV 
you are using. 


When Deflicker is on... 
The game graphics are softened, but 
may look slightly blurry. 


When Deflicker is off... 
You may see more edges, but the 
graphics look crisp overall, 


settings. If a name is set to OFF, 
but the Controller is set to ON, the 
Rumble feature will be turned OFF 
when that name is used. 


Set the language display to 
either English or Japanese. 


Erase some or all of the Super 
Smash Bros, Melee data saved 
to your Memory Card. 


Check the records to view a wide variety 
of game data. 


Archives 


View a tutorial or special movie. 


Snapshots 


View the pictures you snapped 
in the special Camera Mode 
(see pg. 33), 


Melee Records 


If you have data saved to a Memory Card ( see pg. 16), you can view 
records for the game, individual characters, and registered names. 


VS. Records 


See records of all KOs. 


Falls Screen 


y You can flip between records 
pages by pressing 
a&or ah. 


Choose acelland press @@) to see how 
many times the character on the side KO’d 
the character at the top, 


The area below shows how many times the | Choose a cell where the same two 


= ——— character characters intersect to see that character's 
shee 
the top was KO'd, } 


View detailed records. , 
—@' I change Character (or Name) yee 
Scroll Through Data 
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View other records, including the 
anda = a number of times Super Smash 

Bros. Melee was turned on and 4 
how many hours you've played. 


_ Check the date and time that hidden 
features in the game were unlocked. 


Te 


0h rtt You've cloared 100—Man 
| ter4he33 Moles for the first timot 


Super Giant Melee 


Choose the Giant Melee under the 
Special modes, then set the Item 
Switch so that only Super Mushrooms 
appear. Get ready for a true clash of 
the titans! 


A Grab a Super Mushroom 
to become a gargantuan 
beast on a tiny stage! 


Super Projectile Match 


Choose a Stamina Battle under Special 
Melee, and then choose only characters 

Iie" : that have projectile attacks. Prohibit all 
9 4%521-12.ee19>, direct attacks and fight using only @ 
projectiles. Fight on a stage that has 
little level ground and many places to 
hide and take cover. 


Temple Race King of the Rock 


A Playing with all the same 
characters can be a riot. 


Play a Melee battle in Time Play a Melee battle on the 
mode. Set the time and Kongo Jungle stage and set the 
time to one minute. Position all 


choose the Hyrule Temple 


players on the rock on the right 
stage. Choose a particular side of the stage, then fight for 
route, then see who can control of the rock. The player in 
complete the most laps control when time runs out wins 
the match. 


within the time limit. 
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Important 


WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and 
international intellectual property laws. “Back-up” or “archival” copies are not authorized and 
are not necessary to protect your software. Violators will be prosecuted, 


This Nintendo game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. If 
your game ceases to operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. ond Canada) 


Warranty & Service Information 


You may need only simple instructions to correct a problem with your product. Try our web site at 
www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700 rather than going to 
your retailer. Hours of operation are 6 a.m. 10 9 p.m., Pacific Time, Monday - Saturday, and 6 a.m. 10 7 p.m,, 
Pacific Time, on Sundays (times subject to change). If the problem cannot be solved with the troubleshooting 
information available on-line or over the telephone, you will be offered express factory service through Nintendo 

or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER. Please do not send any products to Nintendo 
without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc, ("Nintendo") worrants to the original purchaser that the hardware product shall be free from 
defects in material ond workmanship for twelve (12) months from the date of purchase. If a defect covered by this 
warranty occurs during this warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the 
defective hardware product or component, free of charge. The original purchaser is entitled to this warranty only if the 
dote of purchase is registered at point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the 
product was purchased within the last 12 months, 


GAME PAK & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (Game Paks and accessories) shall be free from defects in 
material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
worronty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will 
repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at wvnw.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 
nearest service location. Please do not send any products to Nintendo without contacting us first 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL): (c) IS MODIFIED OR TAMPERED 
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY 10 YOU. 


This warranty gives you specific legal rights, and you may also have other rights which vary from state to state. 
Nintendo's address is os set forth on the back cover of this booklet. 


This warranty is only valid in the United States. 


| AVAILABLE AT YOUR NEAREST RETAILER! 
WWW.NINTENDO.COM 


NEED HELP WITH INSTALLATION, 
MAINTENANCE OR SERVICE? 


CUSTOMER SERVICE 
WWW.NINTENDO.COM 


or call 1-800-255-3700 
MON. - SAT., 6:00 a.m. to 9:00 p.m.; 
SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
(Times subject to change) 
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| INSTRUCTION BOOKLET 


WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO® HARDWARE SYSTEM, GAME DISC OR 


AAWWARNING - Electric Shock 


ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


aoswons 


Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 


Loss of awareness 
Disorientation 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 


Play video games on the smallest available television screen. 


. Do not play if you are tired or need sleep. 
. Play in a well-lit room. 
. Take a 10 to 15 minute break every hour. 


A\WARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 


Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don’t think you need it. 
if your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


To avoid electric shock when you use this system: 


+ Use only the AC adapter that comes with your system. 

* Do not use the AC adapter if it has damaged, split or broken cords or wires. 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

* Always carefully disconnect all plugs by pulling on the plug and not on the cord. 

* Make sure the Nintendo GameCube power switch is tumed OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AXCAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


L Button R Button 


4 4 


Stick C Stick 


This official seal is your assurance that Nintendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when 

buying games and accessories to ensure 


complete compatibility with your 
Nintendo product. 


All Nintendo products are licensed by sale for use only with other authorized 
products bearing the Official Nintendo Seal of Quality.® 


THIS GAME SUPPORTS 
GAME PLAY USING ONE 
PLAYER AND CONTROLLER. 


THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS. 


NEED HELP PLAYING A GAME? 
You can visit our web site at www.nintendo.com for game play assistance. 

For automated game play tips and news, call Nintendo's Power Line at: 1-425-885-7529 
This may be a long distance call, so please ask permission from whomever pays the phone bill. 
Rather talk with a game counselor? 
1-900-288-0707 1-900-451-4400 

U.S. $1.50 per minute Canada $2.00 per minute 
MON. - SAT., 6:00 a.m. to 9:00 p.m.; SUN., 6:00 a.m. to 7:00 p.m., Pacific Time 
Callers under age 18 need to obtain parental permission to call, (Prices subject to change) 


THIS PRODUCT HAS BEEN RATED BY THE 
EVERYONE ENTERTAINMENT SOFTWARE RATING BOARD. FOR 
F INFORMATION ABOUT THE ESRB RATING, OR TO 
COMMENT ABOUT THE APPROPRIATENESS OF THE 
RATING, PLEASE CONTACT THE ESRB AT 
1-800-771-3772, OR VISIT WWW.ESRB.ORG. 


EVERYONE 


Comic Mischief 


Nintendo’ 


ALL RIGHTS, INCLUDING THE COPYRIGHTS OF GAME, SCENARIO, MUSIC AND PROGRAM, 
RESERVED BY NINTENDO. 

Manufactured under license from Dolby Laboratories. Contains Confidential Unpublished 
Works of Dolby Laboratories. ©2001 by Dolby Laboratories, All rights reserved. 

™, ® AND THE NINTENDO GAMECUBE LOGO ARE TRADEMARKS OF NINTENDO. 

© 2002 NINTENDO. ALL RIGHTS RESERVED. 


WELeoME To FSLE DELFINe! 


MARie'S VACATION 
GeonE WRONE 


VSINZ THE CONTROLLER 


GETTING STARTED 


THE ZAME SCREEN 


MARi0'S Moves 


SLE T TEMS 


ZAME PLAY 


ADVICE FoR TRovBLED 
TRAVELERS 


Produced by the Isle Delfino Tourism Bureau 


FLUDD | It's the sun-drenched island resort on 


everyone's must-visit list, of course! 


2) eee. ae 6! 


Mario's latest adventure is filled with action galore! 
Mario runs, swims, slides, and wall-jumps to 
the highest heights. With FLUDD strapped to his 
back, Mario drenches enemies, solves puzzles, 
and even takes to the skies! Oh, and Yoshi's 
back, too, so saddle up! 


It's up to Mario to clean up the mess on Isle 
Delfino, solve puzzles, and defeat enemies 
in order to gather the scattered Shine Sprites. 
Plus, he's got to reveal who's behind the 

M mystery ! 


ay Tee a! i. ae 


¥, 


\ 


NHS: 
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Close your eyes and imagine...soothing sunshine 


"Who could this mysterious Z 
Q figure be? He looks just Wim 
accompanied by the sound of waves gently breaking 


like Mario!" 


on the shore. High above, seagulls turn lazy circles in The islandersiaireysaying 
a clear blue sky. This is Isle Delfino. that Mari@’s mess has 
polluted the island and 
Far from the hustle and bustle of the Mushroom caused their energy soutcey 
Kingdom, this island resort glitters like a gem in the Shine Sprites, 
the waters of a southern sea. to vanish. 
Mario, Peach, and an entourage of Toads have Now the falsely accused 
come to Isle Delfino to relax and unwind. At least, Mario has promised to clean up the 
that's their plan...but when they arrive, they find island, but. how? 
things have gone horribly wrong... 
Never fear! FLUDD, w= 
According to the island inhabitants, the person the latest invention from 
insite for the mess has a round nose, Gadd Science, Inc., can help Mario tidy up 
athick mustache, and a Cap... the island, take on baddies, and lend a nozzle 


in all kinds of sticky situations. 


\ 
"4 e What? But...that sounds like Mario!? Can Mario clean the island, capture the villain, 
and clear his good name? It's time for another 
Mario adventure to get started! 


Princess Peach 


Princess of the 
Mushroom Kingdom 


Pianta Noki 
Isle Delfino Residents 


Toad 


3 Peach's attendant 


Using,the Controller, Q: 3 


Normal Nozzle 


Stop and squirt! 


Press ®)\ all in and use @) 


to direct the spray. 
Squirt on the run! 


Fix the camera 
directly over 


Button : Zoom in 


 : Mario's shoulder. 
Center camera | |: >: Press (1) again press®)\ and use YQ to move. 
behind Mario. Rotate : Zoom out | | to return to normal. 


ii he Switch Nozzle 
GAMECUB = a Z Button 
= ® Guidebook 


~ 


y oe 


START / ‘Gab 


Pause game. 


Control Stick 


Hover Nozzle 


Press®)\ all the way in and use) 


to move. 


For more nozzle CF 
information 


Stand in water and fill up with Q\ 


Button 


Ground Pound cA) é [> 


Button 
eC 
Slide Y : 


i 


altering the tilt angle. 


Gra.) 


Getting)Started) 


Getting Started 
Insert the Nintendo GameCube Game Disc Sd 


‘ 


and a Nintendo GameCube Memory Card | >... Aiaiitas 
(sold separately) into the console, close the : 
cover, and turn the POWER Button ON. 

On the Super Mario Sunshine title screen, fi 


press START/PAUSE to continue to the 


file-select screen. 


Beginning a Game 


| Insert the Memory Card into Memory Card Slot A, then follow the on- 
screen instructions to create a file for this game. Press €9 to confirm 
your choices. 


¢Playing for the first time 
Use to select a file block then press @. 
ue @ P 


| Select START from the menu screen and 
| press GB again. 


File-Select Screen 


f eContinuing a saved game 

If you save a game that you're playing, you 
will be able to continue that game by choosing 
the file block containing the saved data the 
next time you play. 


7 free blocks 


Copying Saved Game Data 


On the file-select screen, you can copy or erase saved game data. 
Select the file block that contains the saved game data that you want 
to work with, then select Copy or Erase from the menu that appears 
and press the A Button to confirm your choice. 


Score 


Choose a file block containing saved game data, then select Score 
from the menu. Choosing Score allows you to check the number of 
coins and Shine Sprites you've collected up to that point. ( (Pg. 29.) 


On the file-select screen, choose Options to work with the following 
game settings. Use to choose a setting and @ to make your 
selection. 


Turn the Controller's built-in Rumble feature ON or OFF. 


Change the in-game sound settings to Stereo, Mono, or Surround. 


/ 


Hint Window 


From time to time, FLUDD 
will give some helpful 


When Mario takes damage, 
the health meter drops. 
When the health meter 
reaches zero, one life is 
lost. When all lives are 
gone, the game ends. 


( 
= 


game tips. Don't miss 'em! 


Recover Shine Sprites to move 


to new stages. 


Pe Seno ee : Press START/PAUSE during game play 
to pause the game. 


Continue 


Choose return to the game. 


Save 
Save while paused! 
A game can be saved anytime ; 
the pause screen is available. Current Episode's 
Title 
Leave the Episode 


...collect coins 


; Leave the current episode and 
or other items. P 


return to Delfino Plaza. ES 


eee td 


Look here to see which nozzle (CP Pg. 22)is f * / Do not remove the Memory Card, press 


in use and how much water is left in the tank. the POWER Button, or reset the game 
prase saved 


j gam Oo e damage to the 
Memory Card or the qame console 
R 
Refill Tank presse while in water. 


a) 


Nou! =Camera Controls 


Changing the camera's position may make progressing through the 
game smoother and faster. So be brave, experiment with the camera, 
and see Super Mario Sunshine from whole new perspectives. 


6) - 0 ae 
Press CL) to stand in one place and > 
look around with Q Try looking in 


every direction to discover the 
unexpected, Press (62) again to 


lk, Run (Q in 


Tilt the Control Stick a little to walk, a lot to run. 


return to normal view. 


When there's not much space, 
be sure to watch your step. 


When the camera is obstructed 
by a building, the display will 
look like this 


Mariojs}Moves 


NOTE! 
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Triple Jump 
Q+070-0 


Jump while running, then jump again upon 
landing. The third consecutive jump will be 
a forward-flipping, ground-covering 


. — super jump! 


a [ Spin Jump Qo 


Rotate Q in a circle one time and press 
@ "0 perform a high-flying Spin Jump. 


oo Se 
Ground Pound Q+ (> 
Press in mid-jump to come crashing 


down onto enemies and crates, causing 
major damage. 


NYo}¥sa] When falling from high places, try doing a 


Ground Pound right before landing. } 


This jump comes in handy [jm 
when trying to reach places 

a standard jump can't or for 

getting above large enemies. 


Wall Kick 


Jump toward a wall 
0-070... | 


In this case, face away = Jump toward a wall then jump again 
from the wall and tilt as soon as Mario makes contact. 
Perform successive wall kicks between 
two walls to climb higher and higher. 


Immediately tilt () 
back to the right and 


press €). 


Never give up! 
| Try pressing A] even when sliding 
if down walls! 


Oe wee eee wee were wee eeeoweeeee? 


Success! 


! 
ie, 
F 

: Hi 


| Mcricisymoves sa 


© auton Acton 


To talk to a character, stand next to him 


or her, wait for GJ to appear above 
his or her head, then press to 


begin speaking. Press A) to speed up 
the text display. 


Carry Pick up items with rB ] 
Throw Aimwith (@) and throw with B ] 


Press @ when standing next to an item 
that can be carried, like a piece of fruit 
or a barrel, to make Mario pick that item 
up. Carrying things while moving is easy- 
simply tilt O in a direction and get 
going} To toss an item away, tilt in any 
direction with Qand press @. 


Pt er rm emer rem mr nee nnn nn nn nnn nn nnrnny 


Actions may differ from 
place to place. 
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Body Slam 
0+0 


Press G} while jumping to fly headfirst 


into enemies. 


Press B ) while running to dive into a 
headfirst slide. In areas covered in 
liquid, control the direction of the slide 
with e | , 


eee 


Slip-sliding away! 


Here's a technique that lets Mario 
slide in places other than slopes. 


Press®)\ lightly then tilt Q to spray 


water straight ahead while running. 


FLUDD(\ Po. 22 


| Bi sexowisioowie | 


Immediately press @} to dive and slide 
across the wet surface! Control the 


direction of the slide with @) P 
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Front Somersault Q B ) 0| 


While sliding, press A] to perform a flying forward somersault. 
This is great for covering ground quickly. 


) 


mi 


In the a ae is equipped with two lea 


nozzles — the Si le and the Hover Noz 
(CQ Pg. 24). FLUDD’ s “obilites change yan 2 ) 
on the ‘ype of nozzle equipped. 


Switching Noz zzles| 


Switch nozzles with | D>. 


Squirt Nozzle 
This nozzle is —- from the start. 


Use the Squirt Nozzle to clean up graffiti and douse enemies. What 
happens when other things get soaked? Try it and see! 


2 * \ 


c 5 Press and hold CR)\ 


TET a 
wT SeTE S 
tO squirt wc r. 


The stream of water will continue for a 
moments. | 


Use Q to direct the flow of the sionals 
= -_ — 


This is handy when cleaning up 
large polluted areas. 


, f : 
Switch to the Mario Cam to 
stand in one place to clean 
up hard-to-hit places. 
Sprinkler Squirt 
(> 
@na 
Drench entire areas with this move. 
‘put Press R) when jumping to squirt, or press 
<4 €Y when squirting to jump. Squirt while spin 
jumping and watch as water flies every 
which way! 
») | Back Somersault A+) 


mov er Press and h« seca steer with wn Q) 
~~ ——EEE 


Press and hold @) to hover for a 
limited time. Hover in mid-jump to float 
up even higher. 


moOnc rzle ata tir 
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Throughout the isle, you'll see 
several different nozzle boxes, each 
containing a different nozzle. Only 
one box can be opened at the 
beginning of the game. Look for _ 
solid boxes. 

The nozzle taken from a nozzle box in a stage rep sce the Hov 
Nozzle. The Squirt Nozzle never gets replaced. 


* To regain the RING wee out a Hover Nozzle box 
somewhere in the area. 

* Upon returning to Delfino Plaza, FLUDD's nozzle inventory reverts 
to the Squirt and Hover Nozzles. 


The Rocket Nozzle is ready for use right out 
of the box. Press and hold to charge it 
up, then go soaring upward in an explosion 
of water vapor. 


) 
The turbo nozzle is also ready for use t< 
right out of the box. Press and hold 1 to) 
to charge it up, then ee off at high < 
speed! It also works in water. . tr 


Press cA] while chihineg tojumpto 
out-of-reach places. 


OTE!) | Fill ‘er Up! rest OY 


mite inv 


Pils shy wake whan acats waren Be 
sure to check the water level in FLUDD's tank on the 
|| lower-right of the screen. Fill it up before it has the 
chance to go empty. 


oo 
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Mario's Moves 


a 


Jump and Hang Press @) near arope or acliff's edge. 


Super Whirl Jump 

s <R\ while hangi in. 
Pres < while hanging to spin 
Press A] to let go. 


Grab Use A] to jump onto trees and metal screens. 


Revolving Gates Press @ onasate. 


Find Yoshis in Yoshi eggs. Bring fruit to these eggs to iy 
hatch them. 


Saddle up! 


Press A] near Yoshi to 
jump on. 


Controls;when 
[RidingYoshi 


SOAOW, SOLID 


Swallow Enemies, Fruit © 
Yoshi can spit juice after eating fruit. C&rs. 28) » 
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experiment! 
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The juice tank in the lower right-hand 
corner of the screen fills up when Yoshi 
eats a piece of fruit. Press to spit 
juice. Use to control the direction 
of the juice. The effect of the juice 
depends on the type of fruit Yoshi eats. 
Try eating many different kinds of fruit 
and test out the powers of the different 
juices. If Yoshi gets hungry, he'll head 
for home. 


| Yoshi loves fruit! Besides feeding it to 


his dinosaur buddy, Mario can also 
kick and throw fruit. It may come in 
handy in surprising situations, so 


_ a. _ 2 
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Bes 
Eat Fruit, Spit Juice! | 


These fellows embody the power of the sun and 
provide the energy that sustains Isle Delfino. Mario 
can move to new levels by collecting Shine Sprites. 


Oke 


Coins are scattered all over the island. Collect them 
to restore health to Mario's life meter. What 
happens when Mario gathers 100 coins...? 


= 


Juice Tank 


Pick up blue coins fo regain two health points. These 
are rare coins that may interest a certain shopkeeper. 


There are 8 red coins in each level, and each coin 
restores two health points. Collect all 8 coins with 
one life to get a Shine Sprite. 


Water Bottles 


These bottles fill up FLUDD's tank. Small bottles fill the tank 
halfway and large bottles fill it all the way. 


1-Up Mushrooms 
Q Get one of these magical mushrooms 
to get back a life. They'll also fill 
Mario's life meter and FLUDD's tank. 
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Viewing the Guidebook 
Press @ZB to access the Guidebook during game play. 


Display the Guidebook with 


Use Q to move the glove cursor. When it points at specific areas, 
the number of Shine Sprites and coins collected there will display at 
the bottom of the screen. Press A] to view a simple explanation of 
the area. Select Score to view the total number of Shine Sprites 
recovered as well as other score-related information. 


Meet FLUDD at the Airstrip and clean 
up the mess to get the first Shine Sprite. 
Next, move on to Delfino Plaza. Use 
every trick in the book and FLUDD's 
power to straighten up the place. 
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Recover Shine Sprites to Move to New Episodes _ 


Solve problems in each stage and recover a Shine Sprite to move on to 
a new episode. 


BIANCO WILLS 


There are multiple episodes 
in each stage. Complete them all! 
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TroubledsTravelers! 


How do | get to new stages? 


Isle Delfino is being plagued by a series of problems. 
Investigating these problems and clearing them up should 
open up new stages. Be sure to talk with the island 
inhabitants, as they're full of vital information. When in 
Delfino Plaza, pay attention to D.E.B.S., the Delfino 
Emergency Broadcast System. It displays the latest news 
and happenings at the bottom of the screen. 
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It's rumored that the multicolored (" graffiti tagsare 
key to this adventure. Have you seen any? ' 
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| don't know how to defeat enemies. 


The most basic technique is to jump on enemies’ heads. 
Mario can defeat or stun many enemies by squirting them 
with water. Throwing things at foes may also be worthwhile. 
Bosses and other special enemies can only be defeated by 
certain means, so try combining lots of moves to discover 


each baddie's weakness. 


fee ess 
Shine Sprites! 


Here are some methods for gathering Shine Sprites. 


Struggle through obstacles to reach the Shine Sprite's 
resting point 

*lf.an enemy is carrying a Shine Sprite, defeat that enemy. 

*Meet certain conditions to get.a Shine Sprite from someone 

Collect 8 red coins using only one life 

Find objects hiding in secret places. 


Each stage on the island, excluding Delfino Plaza, contains 
numerous episodes. Finish each of these adventures to 
recover a Shine Sprite. Some episodes are harder than 
others, so instead of struggling too much, it's sometimes best 
to try and complete other episodes first and then return to the 
difficult ones later in the game. 


Individual episode titles appear when you enter a stage 
or at any time on the pause screen. These titles often 
contain hints on where the Shine Sprites may be or how 
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I want to clean up Mario! 
He's covered in goop! 


FLUDD can get rid of the pollution, 
right? Well, the power of water 
works for Mario, too. Simply get 
wet to get clean. Spinning at high 
speeds, like a living washing machine 
is effective as well. 
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The sunlight on the island is 
so bright... 


As Mario recovers the scattered Shine 
Sprites, the sun over Isle Delfino slowly 
recovers its strength and gets gradually 
brighter. If you've got sensitive eyes, 
search out the sunglasses vendor in 
Delfino Plaza. You should be able to get 
some shades and give your eyes a 
break. To get rid of the glasses and see 
the world in its natural lighting, simply 
talk to the vendor again. 


What are the round lids | see from 
time to time? 


These are manhole covers. Perform a ground pound on 
them to drop through and pass underground. The 
subterranean tunnels here link up to various points 

and may provide valuable shortcuts. 
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WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and 
international intellectual property laws. “Back-up” or “archival” copies are not authorized and 
are not necessary fo protect your software. Violators will be prosecuted. 


This Nintendo game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any damage or 
loss caused by the use of any such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage and resume normal game play. If 
your game ceases fo operate and you have no device attached to if, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic 
and international intellectual property laws 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 


Warranty & Service Information 


You may need only simple instructions to correct a problem with your product. Try our web site at 
scene aias er ol our Consumer Aesiatanes Assistance Hotline at 1-800°255-3700 rather thon going to 
your retailer. Hours of operation are 6 o.m. to 9 p.m., Pacific Time, Monday - ar preach 
Sons pa anime a Ifthe problem cannot be solved with the troubleshooting 
information available on-line or over the telephone, you will be offered express factory service through Nintendo 
cre es TD ACTOR PA CE Please do not send any products to Nintendo 
without contacting us 


GAME PAK & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (Game Paks and accessories) shall be free from defects in 
material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will 
tepoir the defective produc, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for 
troubleshooting information ond/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, 
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 
nearest service location. Please do not send any products to Nintendo without contacting us first 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY 
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, 
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED 
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO 
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS 
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES, SOME STATES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


ae ee a0, ont yess the ae se Si Sah vy Sees de 
Nintendo’ is as set forth on the back cover of this booklet. 


This warranty is only valid in the United States. 


